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1 
’ THE 


INTRODUCTION 


REVIVAL ERA 


Doctor Who's revival in the 21st century has been 
one of the great success stories of modern British 
television, proving to be a popular and critical 
success in a way not seen since the ‘Dalekmania’ of 
the 1960s and the Jon Pertwee and Tom Baker eras 
of the 1970s — possibly exceeding them in terms of 
public awareness and appreciation, and in the huge 
amount of merchandise and memorabilia. There 
have been complementary ‘making of’ shows such 
as Doctor Who Confidential, shown on the BBC's 
digital channels. There have even been spin-off 
series. The Sarah Jane Adventures featured 1970s 
companion Sarah Jane Smith in a series aimed at 
younger viewers; Torchwood offered the more 
adult investigations of its namesake organisation; 
and Class, set in the same school seen in the first 
episode in 1963, had teenage protagonists. 


Since its return, the series has been creatively shaped 
by three showrunners: Russell T. Davies, Steven 
Moffat, and Chris Chibnall, each with their own ideas 
about developing the ongoing series. In some ways 
they fulfil the producer's creative role on the original 
series, but also have chief writer status. Between 
them, the three showrunners have cast five actors 
as their Doctors, along with two other incarnations 
of the character — John Hurt’s battle-weary War 
Doctor, and Jo Martin’s mysterious Fugitive Doctor. 
Old enemies have been retooled for modern TV, and 
new adversaries and friends for the Doctor have been 
introduced. There have been innovations such as the 
Time War, the first presenting female Doctor, the 
Timeless Child, and Division. In this book you will find 
coverage of all the Doctors of the revived series, in 
the same format as the companion ‘classic era’ book, 
continuing the campaign of adventures featuring 
all of the Doctors to date! With many surprises 
due during the 60th anniversary year, the story of 
Doctor Who continues... 


О Beginning Again 

Doctor Who never really disappeared from the 
public eye. Original novels and licensed audio 
plays based on the series were ongoing, and then 
in 1996, a TV movie featuring Paul McGann as 
the Eighth Doctor aired. A glossy British-US co- 
production, it did well and McGann was well-liked 
as the Doctor, but the idea of a TV series wouldn't 
resurface until 2003. As the 40th anniversary 


approached, writer and showrunner Russell T. 
Davies and BBC Cymru Wales Head of Drama 
Julie Gardner officially announced the revival of 
Doctor Who. 


If the new Doctor Who was to be taken seriously, 
an established actor was essential as the lead. 
Christopher Eccleston, who had previously worked 
with Davies, was announced as the Ninth Doctor. 
Billie Piper was cast as the Doctor’s companion 
Rose Tyler. With other recurring cast and 
production team members in place, filming on the 
first new series of Doctor Who for over 15 years 
began in July 2004. 


The nature of TV drama had changed, and though 
it still contained many links with the original series, 
the new Doctor Who reflected those changes. 
Gone were the days of studio-made stories shot 
with multiple cameras on videotape. The new series 
would be shot single camera, like a movie, using a 
large number of locations. The TARDIS interior was 
now a permanent standing set at the BBC's Cardiff 
studios. The biggest change, though, was an 
increase in pace. Whereas the original series had 
allowed its stories to unfold over several weeks, 
now most stories were self-contained within one 
episode, with the occasional two-part story. 


Changes had also been made in the area of special 
effects. The original series had often achieved 
remarkable results on a very tight budget, but 
the new series would showcase imagery that the 
production teams of 1963, or even 1989, could only 
dream of. 


The first episode of the new series was shown on 
BBC1 on 26th March 2005. Over 10.8 million viewers 
tuned in, and audience appreciation figures were 
similarly impressive. Four days after transmission, 
the BBC announced that a second series had been 
commissioned, as well as a Christmas special. 
On the same day, it was also announced that 
Christopher Eccleston would be leaving the show, 
and the hunt for a new Doctor began again. The 
Tenth Doctor, David Tennant, made his full debut 
in the Christmas special, fitting in seamlessly with 
the tone and feel of the new series. 


When Tennant, and also Russell T Davies, left the 
show in 2010, their successors were Matt Smith, at 
26 by far the youngest actor to play the Doctor, 
and Steven Moffat, another successful TV writer 
who had grown up as a fan of the original show. 


The Eleventh Doctor's combination of youthful 
verve and ancient wisdom would maintain the 
show's high profile, апа the show became more 
popular in the USA. Smith continued in the role for 
three years which culminated in a set of specials, 
and the Doctor regenerated again. 


Peter Capaldi, like Tennant, was a fan of the series, 
and in many ways a contrast to the Eleventh Doctor, 
being a lot less childlike in their demeanour than their 
predecessor, though still having moments of charm 
and wit. Like Smith, Capaldi would play the Doctor for 
three years, leaving at the same time as Steven Moffat 
handed over showrunner duties to Chris Chibnall. 


One of the biggest changes tothe format since 1970, 
casting Jodie Whittaker as the first female Doctor. 
She brought a breezy energy and friendliness to 
her portrayal, ironically as the storylines revealed 
that the Doctor was more alien than previously 
thought. Chibnall and Whittaker left on a high 
note in 2022. With the return of Russell T Davies 
and David Tennant as the Fourteenth Doctor, 
followed by Ncuti Gatwa’s debut as the Fifteenth, 
the Doctor's story is far from over... 


© ReEvolution of the Doctor 

The 1963 model of Doctor Who is a very different 
beast to the modern version. However, there is a 
lot more in common than might seem obvious. 
For much of Russell T. Davies’ time as showrunner, 
the emphasis is firmly on the companion. In the 
opening episode, Rose, we stay with the titular 
character as she becomes involved in danger. The 
Doctor doesn’t make an appearance until some 
way into the episode, and the audience doesn’t 
learn that much about him. It was a canny move as 
established fans would pick up on the occasional 
hints to past stories, and new viewers wouldn't 
have to worry about references to past stories. By 
making the companion the focus, Davies was both 
hearkening back to the past, and returning some of 
the enigma to the Doctor. 
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The Ninth Doctor is scarred by the memory of the 
Time War, and needs Rose to help him reconnect 
with life. Throughout the first season, Rose’s influence 
on the Doctor is seen to be beneficial, and when he 
gives up his life, it's not to save the Universe, but 
simply to save her, his reconnection complete. 


The Tenth Doctor has a more energetic and 
friendly persona. However, he is also prone to 
brooding as well as moments of ruthlessness, 
such as the various cruel punishments he deals 
out to the Family of Blood. He can be flirtatious at 
times, and during their travels, Rose falls in love 
with him, and possibly he with her. He takes it very 
badly when she is seemingly lost to him forever. 


The Eleventh Doctor's adventures took оп а ‘dark 
fairy tale’ feel, with complex plot arcs involving 
the destruction of the Universe by the exploding 
TARDIS, the death of the Doctor at the hands of a 
mysterious space-suited figure, and the ‘impossible 
girl’ Clara. The Doctor retained a youthful energy 
set against more introspective moments. He could 
be quite naive about human life, switching from 
frivolous behaviour to brooding intensity. 


К was during the Eleventh Doctor's time that the 
War Doctor was revealed as a previously unknown 
incarnation, falling between the Eighth and Ninth 
Doctors — shunned as being unworthy of the title 
of Doctor, due to being the one who destroyed 


the Daleks and the Time Lords to end the Time 
War. With the help of the Tenth and Eleventh 
Doctors, the War Doctor is relieved of his burden. 


Ironically, the youngest-looking Doctor ages 
over hundreds of years protecting the planet 
Trenzalore from alien invaders wishing to stop 
the re-emergence of the Time Lords. At the 
time, he considers himself the final incarnation 
but is granted a new regeneration cycle by the 
Time Lords. 


The Twelfth Doctor is far less affable, and even has 
to refer to cards to guide how he behaves towards 
others. When Clara is killed and he is imprisoned 
by the Time Lords in a temporal trap, he wastes 
little time after escaping in deposing the Time 
Lord President and bringing Clara to Gallifrey in an 
attempt to restore her to full life. 


The Thirteenth Doctor returned to amore empathic 
persona, calling her companions her ‘fam’, and 
given to sudden manic outbursts of enthusiasm 
and frantic activity. She enjoys meeting various 
historical figures, especially inspirational ones such 
as Mary Seacole, Rosa Parks, and Nikola Tesla. 
She also has їо deal with the Master's destruction 
of Gallifrey, and a devastating revelation that the 
Doctor was not, as thought, a Time Lord, but 
was the Timeless Child, an alien from another 
dimension. With the introduction of the Fugitive 


Doctor, it is revealed that there had been 
many other incarnations, the Doctor's memory 
having been wiped by Division. 


When the Doctor regenerates after being 
caught іп a laser blast from the Master's latest 
scheme, many of the implications of the Timeless 
Child remain unresolved. The Fourteenth Doctor } 
appears as an older Tenth Doctor, a fact which 
seems to surprise him. Time will tell... 


О A Journey Further Through Time 
One of the key reasons why Doctor Who has survived 
is its adaptability, as seen in the way it has changed 
over the last six decades. As a gamechanging 
revelation, the Timeless Child is in good company 
alongside the idea that the Doctor was by no 
means the only time traveller with a TARDIS 
(The Time Meddler) or that the Doctor was 

a member of the Time Lords, beings with Á 
incomprehensible power overtime and space 
(The War Games). 


Even regeneration, the backbone of the 
show's longevity, has been interpreted т 
different ways by different production teams. 
As said above, initially the idea was that the Doctor 
had been renewed by the TARDIS. Three years 
later, it was described more matter-of-fact as a 
‘change of appearance’. Five years after that, the 
term ‘regeneration’ was heard for the first time. 
Another couple of years later, The Brain of Morbius 
showed, in a mental battle scene, what appeared to 
be images of seven Doctors preceding the one we 
know as the First. 


With the return of David Tennant as the Fourteenth 
Doctor, the reason for the familiar face will 
undoubtedly have some significance. Waiting in the 
wings, we also have Ncuti Gatwa ready to make his 
debut as the Fifteenth Doctor, and already, there 
is a buzz and enthusiasm about the possibilities of 
this latest incarnation. 


The nature of television viewing has changed over 
the last few years, with the streaming age now 
upon us. Whatever the fate of broadcast TV, it 
seems very likely that Doctor Who will still be with 
us for some time! 


| 
THE WAR 
DOCTOR 


O Introduction 


‘Are you capable of speaking without flapping your 
hands about?’ 


Born in fire and pain to both offer retribution and 
earn forgiveness, the War Doctor is the Doctor no 
more. The War Doctor is a creature of the Time War, 
fully dedicated to the fight and ready to surrender 
everything to it. He has to be, because the Time 
War will take everything that ever can be, from 
everyone who ever was. It is the war without end, 
the war that has always been and always will be, 
the end days that will burn forever. With time itself 
torn open, shredded and turned into a weapon, 
there is no past, present or future. There is only the 
horror of the now, and an eternal cascade of could- 
have-beens and never-weres. 


The Time Lords may have begun the Time War, 
but they are no longer in control of it. Arrogantly 
believing they could extinguish an entire species, 
and believing they had the right to do so, they sent 
the Doctor to stop the creation of their deadliest 
enemies, the Daleks. But when the Daleks 
understood what had been done, they knew they 
needed to act. The stakes were clear; to lose the 
Time War was to be erased from existence utterly. 
They unleashed everything they had at Gallifrey, 
and as they wore away all its ancient defences, the 
Time Lords brought their oldest, most terrifying 
and reality-shaping weapons to bear. The Universe 
screamed, and it continued to scream with the 
voice of a billion civilisations that burned in the 
wake of an ashen path torn across time itself. 


6 


Great men are 
forged in fire. 

It is the privilege 
of lesser men to 
light the flame. 9 
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ANAA AAARN 
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О The War Doctor's Era 


О Who is the War Doctor? 

The Doctor is tired, so very tired. He begins fighting 
the war, not with enthusiasm, but with dedication. 
It is a war that needs to be fought. The Daleks will 
destroy everything in their path, and there is no 
one to try and protect those caught in the crossfire 
of the fighting. If Gallifrey falls, there will be no one 
to stop the Daleks from claiming the rest of the 
Universe. The Doctor draws a line in the sand and 
gives them ultimatum after ultimatum, but as the 
Daleks cross each line, they take a little part of the 
Doctor away. He has to make another compromise 
to save as many lives as he can. He has to watch 
one city burn so a civilisation can be saved. He has 
to see parents torn apart so their children might 
live. He can turn away, but he is not a coward. He 
forces himself to look upon what he has done, 
what had been done in his name and that of his 
people, and he weeps for the dead. It is the least 
he owes them. 


It all pales compared to what the Time Lords 
become. The Doctor watches as his homeworld 
is blasted and the great cities crushed. He sees 


the art and culture of the oldest civilisation in the 
Universe trampled beneath the war. He sees his 
people change. Necessity makes them all into 
soldiers, desperation makes them cruel. Eventually, 
after countless years of war, expedience becomes 
their watchword. A species of watchers, scientists, 
artists, and custodians become nothing more 
than a terrified army. In their terror they wield any 
weapon they can, regardless of the effects and 
collateral damage. They know they are facing utter 
annihilation at the hands of an enemy who will shed 
no tears for those it murders. The Doctor watches 
his people degrade themselves with bloodshed 
and fall to the worst excesses of desperation. 
They will do anything to survive, but have already 
forgotten what was worth saving. 


It is the War Doctor's burden to carry what he 
sees and remember it. His greatest fight is to 
keep something of himself, some part not given 
over completely to war and battle. He is the 
Time War, its living record and the keeper of its 
atrocities. That is why he is the Doctor no more, 
and why after years of fighting he finally realises 
it can only end in one way. 


О Themes of the War Doctor's Ега 

‘So | won't remember that І tried to save Gallifrey, 
rather than burn it. And | have to live with that. But 
for now, for this moment... | am the Doctor again. 
Thank you.’ 


The Time War is not just a fight (although people 
still fight and die every second). The territories 
to claim are measured in islands of time. The 
borders and beachheads are marked in aeons 
and moments. Lost civilisations and tears in 
reality are nothing more than markers and 
vantage points. It is as if the Gods are playing 
chess with the Universe, after both of them have 
tipped over the board and still refuse to end the 
game without the loser conceding. But while the 
Time War is hell and chaos incarnate, several 
themes are commonplace. 


С War 

For all its surreal weapons, temporal locations, 
and frightening horrors, the Time War is still a war. 
The same themes of loss, hurt, and devastation 
that come with any war remain. Those fighting 
the war (except maybe the Daleks) are people 
suffering a desperate and dreadful situation, and it 
is their personal acts of triumph, tragedy, heroism, 
sacrifice, and sometimes even cowardice that drive 
the story. 


Q Sacrifice 

War costs. It might be your possessions, your home 
destroyed in the fighting, your loved ones lost to 
collateral damage or on the front lines as soldiers. 
But you can also sacrifice parts of yourself. Trauma 
can leave a piece of you forever in war, and your 
experiences may well erode the person you are. 
The question is, was it worth the sacrifice? Did you 
have a choice, and what did you get in return? 


Q Humanity 

People do terrible things in war, and it might seem 
the best way to keep hold of who you are is to 
dismiss them. They are not people, just the enemy. 
You did what you had to do. You tell yourself 
whatever you must, so you can sleep at night, until 
you can find a way to face the horror and say ‘No 
More’. 


@ Limits 

War has no limits. Whatever line you draw in the 
sand, war will cross it. It might be the line about 
what you thought you were capable of. It might 
even be the line between friend and enemy. After 
all, the enemy soldiers are just like you, but can you 
really trust your own generals to take care of you? 
Draw your lines; make your statements and your 
demands. See how they last. 


Q War Forever 

The Time War has always been and always will 
be. Even in other times and places it might bleed 
through. Refugees might try to find an escape. 
New weapons might be taken for the war effort. 
Explosions might tear into new realities. The Time 
War is behind a very thin wall, and if you listen 
carefully you can hear the fighting. It never takes 
much for it to open a hole and spill out or draw 
you in. 


О Hope 

There is always hope. As long as one soldier can 
protect the children. As long as one general is 
willing to talk rather than fight. As long as one 
fighter is willing to share their rations or even just 
a joke with the rest of their squad. As long as you 
are fighting for something more than just survival, 
there is always hope. Hope is what keeps you alive, 
and sometimes what reminds you of the pain. As 
long as hope remains there is a chance you can 
prevail, not just in the fighting but in your heart. 
It is this hope that the Doctor is fighting for, that 
he has to believe in to keep going. It is losing that 
hope that makes him take the Moment, ready to 
destroy everything just to end it all. But it is this 
hope that also helps him find a new way to win that 
might save everyone. 


6 And if | grow to 
be half the man 
that you are, Clara 
Oswald, 1 shall be 
happy indeed. 9 
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Q The War Doctor 
‘Great men are forged in fire. It is the privilege of 
lesser men to light the flame. Whatever the cost.’ 


A Renegade Time Lord from Gallifrey, the Doctor 
has regenerated into a warrior. Born to end the Time 
War, this ‘War Doctor’ was custom regenerated 
by the Sisterhood of Karn to put an end to the 
constant battles that threatened the survival of the 
Universe itself. Having battled the Daleks for years, 
it was at the brink of the fall of Gallifrey itself that 
the War Doctor broke into the Omega Arsenal to 
steal the Moment, a weapon of last resort to finally 
put an end to the Time War. 


Older and more weary than his more recent 
incarnations, the ‘War Doctor’ has seen the worst 
of Time War, experiencing the horrors committed 
by both sides, and can only see one solution to 
war. One terrible solution. The burden of this 
decision weighs upon him and while this will 
give the impression of a darker, more thoughtful 
Doctor, his usual exuberance is still in there, 
rising to the surface at the slightest hope of a less- 
drastic solution. 


THE WAR DOCTOR 


CONCEPT: 
Time Lord of War 


FOCUS: 
End the Time War 


Awareness 4, Coordination 3, Ingenuity 6, 
Presence 5, Resolve 6, Strength 2 


SKILLS: 

Athletics 1, Conflict 2, Convince 3, 
Craft 1, Intuition 4, Knowledge 5, 
Medicine 1, Science 5, 
Subterfuge 4, Survival 1, 
Technology 5, Transport 3 


DISTINCTIONS: 
Time Lord — has an innate connection 
to time and can feel when it is wrong, 
telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


GADGETS: 
Sonic Screwdriver — Distinctions: Scan 
(tricky controls), Transmit (limited range), 
Unlock/Seal (cannot open deadlock seals) 
Story Points: 3 


TECH LEVEL: 10 


STORY POINTS: 5 


=. 


О The Dalek Death Diamond 


Q Intro 

Station Gamma Epsilon, 

The Edge of the Time Vortex 

The War Doctor (and his companions if you want to 
create additional characters) arrives in this lonely 
outpost on the fringe of the vortex looking for a lost 
weapon of unimaginable power. He's not even sure 
what he'll find here, but in these final days of the 
Time War, desperation has sent him to the farthest 
reaches of time. Unfortunately, he is not the only 
one who has been tracking the weapon. A Dalek 


assault craft soon arrives to claim the weapon for 
their fleet, bringing with them an old friend. 


С Act One 

Station Gamma Epsilon is a Gallifreyan time station 
on the edge of the vortex. In ancient days it was 
a monitoring post and relay station for time craft, 
a function few vessels need anymore. In the Time 
War it became a watchtower, observing the vortex 
for Dalek activity, and was one of the first places 
to fall. Daleks killed everyone they could find, and 
then left, before pushing on towards Gallifrey. 
Since then the time station has become a lost 
tomb, empty and forgotten. 


The War Doctor arrives looking for a device 
called ‘The Nevermore’, a weapon missing from 
the Time Lord arsenal now vital for the war 
effort. It was once aboard the station, but he 
doesn't know where. There are twenty floors, 
arranged vertically, as a spindle-shaped cylinder. 
The central floors are not large enough to house 
a vessel, but ships can dock. While it is a Time 
Lord base, it does not use transdimensional 
engineering, so it is not bigger on the inside. 


Searching the station uncovers the only 
inhabitants — a colony of ravens. They appear 
to be watching and judging. The base’s power 
and computer systems can be restored, but 
this will take time and Skill tests. The ravens do 
nothing but watch, although there seems to be 
more of them in a certain part of the station. 
The search initially turns up only ghoulish and 
broken remains, such as broken stasers, long- 
dead Time Lords, the remains of TARDIS parts, 
the odd shattered Dalek, and a large diamond. 
The diamond seems to lead to the Nevermore, 
glowing brighter the closer you get to the 
Nevermore. And only those holding the diamond 
can reach it. 
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Q Act Two 

Before the War Doctor can investigate the raven 
area, where the diamond seems to point, he 
discovers a Dalek assault cruiser docking with 
the station. The Daleks have clearly detected the 
presence of the War Doctor's TARDIS and set 
out to find it. The most startling thing about the 
boarding party is that a fellow Time Lord, the Rani, 
is with them, apparently joining the cause against 
her own people. 


The Daleks must be kept away from the TARDIS. 
The War Doctor has a few booby trap ideas that 
will hold them back and give him a chance to get 
the Rani on her own to find out what is going on. 
The Rani is willing to talk, but has problems of her 
own. The Daleks are looking for the same thing the 
War Doctor is, and reasoned the best way to find 
it was to follow the War Doctor. The Rani has been 
helping them since they invaded her planet of 
Miasimia Goria. They threatened to destroy all life 
on the planet if she did not help them. While the 
Rani cares not for the people, they are an ongoing 
experiment in genetic manipulation she is very 
attached to. She would rather see the Time Lords 
destroyed than her experiment ruined. 


The War Doctor can convince her that if they get 
hold of the Nevermore first, they might be able to 
use it to protect Miasimia Goria. Together, they 
can make their way through the station to the place 
the ravens are gathered. 


Q Act Three 

At the raven-filled part of the station, they discover 
it has become a dense, dark forest. The Daleks 
have found their way here too and the Rani and the 
War Doctor will have to avoid being ambushed. 
Any firefight will give away their location to the 
other Daleks spread out in the forest. 


If the War Doctor holds out the diamond, he finds 
himself facing a large number of ravens sitting 
in neat rows. They announce that they are ‘the 
parliament’ and the guardians of the Nevermore. If 
they are to release it to the Doctor, he will have to 
tell them why he wants it. Essentially, being honest 
and saying it is to protect the Time Lords is all the 
ravens need to hear. 


The Nevermore is an ancient leather-bound book 
that glows with power when opened. To use it, 
the wielder simply writes the name of someone or 
something on the next blank page and speaks the 
word ‘nevermore’. That person or item is erased 
from existence forthwith. Only one word is required 
(you can just write ‘Dalek’); the book always knows 
who you mean, but only one creature at a time can 
be targeted. With each use, the diamond flares 
with light. If it becomes too bright, the Nevermore 
needs to ‘cool down’ before it can be used again. 


Once they have the Nevermore, the War Doctor 
апа the Rani can escape in the War Doctor's 
TARDIS. The Nevermore cannot protect the Rani’s 
planet, however, and she may change sides again. 
This might be a problem as she and the War Doctor 
will need to pass a lot of Daleks to get back to the 
TARDIS and escape. How difficult this is will depend 
on the Rani’s allegiance, and might end in the pair of 
them wrestling for the Nevermore as Daleks attack, 
or leaving together in the War Doctor's TARDIS. 


THE RANI 


CONCEPT: 
Renegade Time Lord Scientist 


FOCUS: Biochemistry 


Awareness 4, Coordination 4, Ingenuity 9, 
Presence 5, Resolve 6, Strength 2 


SKILLS: 
Athletics 3, Conflict 2, 
Convince 3, Craft 1, Intuition 3, 
Knowledge 5, Medicine 4, 
Science (Biology, Chemistry) 4, 
Subterfuge 4, Survival 2, 
Technology 3, Transport 3 


DISTINCTIONS: 
Time Lord — has an innate connection 
to time and can feel when it is changed, 
telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


WEAPONS: 
Whatever is expedient, 
often a biological weapon 


TECH LEVEL: 10 


STORY POINTS: 8 


RACHAEL 


CONCEPT: Ex-Dalek Controller 
FOCUS: Amends 


Awareness 3, Coordination 3, Ingenuity 3, 
Presence 3, Resolve 4, Strength 2 


SKILLS: 
Athletics 3, Conflict 1, Intuition 4, 
Knowledge 3, Science 2, Survival 2, 
Technology (Computers) 4 


DISTINCTIONS: 
Cybernetically Enhanced — 
Computer Interface: 

Rachael can connect to Dalek systems 


WEAPONS: None 
TECH LEVEL: 8 


STORY POINTS: 10 


CHAPTER TWO 


THE NINTH 
DOCTOR 


О Introduction 
‘Hail the Doctor, the Great Exterminator!’ 


When the Doctor returned, he wasn’t quite the 
Doctor of old. He had a callous and haughty 
edginess, forged by his ruthless but necessary 
actions during the Last Great Time War. As far 
as this Doctor was concerned, he’d caused the 
destruction of his own people to save the Universe 
from the Daleks and it owed him for that! 


The Ninth Doctor continued to contain the fallout 
from the Time War but he was still unsure of his 
role. He'd survived the Time War but it didn’t feel 
like a victory; indeed, he claimed that ‘everybody 
lost.’ He was now alone, and no one understood 
him. It would take a young human shop girl to help 
him heal the emotional scars of the Time War and 
come to grips with who he was: a force for good in 
the Universe. 


The Ninth Doctor gradually made peace with 
himself over his actions. At first he tried to isolate 
himself, only allowing Rose to penetrate his gruff 
demeanour. He slowly loosened up and realised 
that he couldn't let the Time War to turn him into 
what he hated most — a ruthless killer. Instead 
he tried to heal once more and, when confronted 
by an enemy from the past, chose not to destroy 
yet another species just to finish the Time War for 
good. He was the Doctor again. 


At the start, however, the Ninth Doctor was let 
loose into a new Universe, one that had been 
reshaped by the Time War. Some of these changes 
were subtle, while others had a major impact on 
the timeline of the Universe. 


О The Ninth Doctor's Era 


О Who is the Ninth Doctor? 

While the Ninth Doctor is often seen as a ‘rebirth’ 
of the Doctor in the aftermath of the Last Great 
Time War, in truth he is more of a bridge between 
the old and the new. While the Time War is over, 
the Ninth Doctor is still emotionally suffering 
over what he had done and is trying to tie 
up loose ends while rediscovering his place in 
the Universe. 


When the War Doctor regenerated at the 
conclusion of the Time War, the Ninth Doctor lost 
his predecessor’s memories and believed he had 
destroyed Gallifrey to stop the Daleks rather than 
save it. Thus he was ‘born’ wracked with guilt over 
his actions. 


Physically, the Ninth Doctor is a departure from 
his earlier incarnations. He has a fiercer look; 
this Doctor is a tall bloke with close-cropped 
hair, a beaky nose, and big ears. He dresses in 
an understated but imposing way, with a leather 


jacket, jumper, jeans and boots. In effect, he 
doesn’t look out of place in modern, working- 
class London, which is a far cry from the attire of 
his predecessors. 


Still reeling from the Time War, the Doctor can be 
best described as blunt and intense. He doesn’t 
suffer fools gladly and insults humanity as ‘stupid 
apes’ without worrying about whom he might 
offend. He does have a good heart, however, and 
tries to clean up the mess left from the Time War 
while protecting his adopted home — having lost 
Gallifrey, the Ninth Doctor limits his travels to Earth. 


Initially determined to work alone, the Ninth Doctor 
slowly opens up to Rose, relishing the fact that he 
can be ‘the Doctor’ again to a new companion 
while discovering what changes the Time War has 
wrought. He comes to terms with his participation 
in the Time War and his actions to end it, including 
making peace with the last surviving Dalek soldier 
and embracing his role as Earth’s protector. 


By the time he meets the Dalek Emperor and its 
new army of Daleks, the Doctor has healed most of 
his wounds but acts in fear of the Daleks, ripping 
his wounds open again. In the end, the Ninth 
Doctor remains true to his ideals and realises his 
mistake in the way he ended the Time War (or at 
least the way he thought he did) and is rescued 
by Rose and the TARDIS іп the form of Bad Wolf. 
When he regenerates after removing the power 
from Rose, his tenth incarnation is considerably 
less ‘damaged.’ 


Q Who аге the Doctor's Companions? 
Fresh from the Last Great Time War, the Doctor 
prefers to act alone. Part of this is due to his 
own self-loathing over what he had to do to end 
the Time War and the fact that he’d changed so 
much during the course of the War that he isn’t 
sure exactly who he is any more. In a sense, he 
is still fighting the Time War, dealing with the 
repercussions of the conflict rather than seeking 
out adventure. He wants to reclaim the mantle of 
‘Doctor,’ but he wants to define what that means 
on his own terms. 


Rose Tyler changes his perspective. She doesn't 
do it entirely at first, as the Doctor is quick to 
abandon her after their initial encounter and only 
returns because she is still in danger. He reminds 
himself that humans are ‘stupid apes’ and ridicules 
their domestic lives not because he really feels that 
way, but rather because he is trying to convince 
himself not to bring another companion aboard. 
Still, Rose’s curiosity and sense of adventure 
is infectious and, over the course of their first 
adventure together, she wins him over. He is finally 
prepared, as with his older incarnations, to accept 
a travelling companion once more and show the 
wonders of the Universe to them, rather than just 
deal with old fallout. 


Rose continues to challenge and change him, 
reminding him that he isn’t alone and that there 
are those who still care for him, even if his people 
were wiped out in the Time War. She challenges 
him to rise above his anger; he no longer needed 
to be a soldier. By the end of their travels together 
Rose has come to love him enough that, even 
when he sends her away for her own safety on his 


suicide mission, she returns and takes some of the 
burden of ending the Time War off him. It sparks 
his regeneration, but his new form is finally able to 
heal some of the angry scars he still carries. 


If Rose Tyler is just what the doctor ordered, then 
Adam Mitchell is the exact opposite. Like Rose, 
he is a young person caught up in dangerous 
events and, with little left to keep him home, he 
joins the Doctor and Rose on their adventures. 
But, where Rose enjoys journeying through time 
and space on their own merits, Adam is timid and 
uncomfortable. Rather than open his heart to the 
wonders he does the banal thing, and attempts to 
exploit it for profit. His one outing with the Doctor 
is his last. 


Captain Jack Harkness is more of a kindred spirit 
than a companion. His attempts at a perfect con 
creates a danger that almost destroys the Earth, 
but he is quick to help fix it, even at the cost of his 
own life when he realises what he’s done. A former 
Time Agent and temporal explorer, Jack is more 
‘hitching a ride’ than being a proper companion; 
he’s rescued from death, helps the Doctor refuel 
the TARDIS, and then is kidnapped along with the 
Doctor and Rose by the Game Station Controller. 
Like the Doctor, he is willing to sacrifice his own 
life and others in order to prevent the Daleks from 
conquering the Universe. 


In addition to the Doctor's three companions, 
there are also two people tied so closely to Rose 
that they play key roles in several of the Ninth 
Doctor's adventures. These are Mickey Smith, 
Rose’s boyfriend, and Jackie Tyler, her mother. At 
first they think the Doctor has kidnapped Rose, 
but later they help him defeat the Slitheen (twice, 
in Mickey's case). They also play a crucial role т 
saving the Doctor and Jack’s lives by helping Rose 
get back into the TARDIS so she can merge with its 
heart and save him. 


6 


Do that for me, 
Rose. Have a 
fantastic life. 9 
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О Themes of the Ninth Doctor's Era 


Q An Earth Without the Doctor 

The Seventh Doctor noted that humans ‘have an 
amazing capacity for self-deception’; if something 
doesn't fit into the way they believe the world 
works, they are quick to dismiss it. 


Only very few people and organisations, such 
as Torchwood, UNIT, the Queen of the United 
Kingdom, and conspiracy theorists, actively 
remember ‘weird happenings’ like Auton and 
Cybermen invasions, or Axons attempting first 
contact. The longer it is between such events, the 
more likely humanity moves on with the worldview 
that they are alone in the Universe. Such self- 
deception leaves them woefully unprepared for 
the next invasion. 


The Ninth Doctor returned to Earth in 2005 and 
2006. At this point in Earth’s history, the Doctor 
had only made a few isolated appearances in 
the 1990s (Fury from the Deep, Battlefield, 
and The TV Movie) and the world was used to 
being without him. There were no large-scale alien 
invasions or public alien appearances. Someone 
growing up in that decade likely had little first- 
hand experience with aliens; their parents or 
grandparents might have remembered some funny 
business with walking dummies or silver giants, 
but overall it didn’t affect their lives any more 
than a plane crash or a small skirmish elsewhere 
in the world might. Some lives were lost and some 
property was damaged, but the world moved on. 


When the Doctor arrives he is struggling with his 
own identity in the aftermath of the Last Great Time 
War. Earth, too, is struggling with its own identity. 


It's worth noting that the Doctor wants Earth to 
figure out its destiny on its own. Thus, he is content 
to remain in the shadows, chasing down remnants of 
the Time War and other alien activity without calling 
onhis UNIT allies. When it appears that Earth is having 
another ‘first contact,’ the Doctor hopes that this will 
be the one that finally cracks Earth’s self-deception 
and elevates it to a true space-faring species. 
Unfortunately, that is not to be and the Doctor, in 
spite of himself, can’t remain in the shadows any 


longer. True to form, once the Slitheen are defeated 
he relies on Mickey Smith to use a computer virus to 
wipe out any mention of the Doctor. 


G Temporal Echoes 

While humanity's capacity for self-deception 
explains Earth's cluelessness to alien activity, 
it doesn’t explain why the Doctor gets so much 
about history wrong. Even more strangely, it 
doesn’t explain why the Doctor gets things wrong 
in a way that later makes him seem prescient. 
Most of this can be explained as ripples in the 
Time War and the Doctor's ability to ‘remember’ 
rewritten timelines. This leaves open the 
intriguing possibility that the Time War is not 
quite over (as indeed the survival of the Dalek 
Emperor suggests) and that the Ninth Doctor's 
experiences are being subtly overwritten. 


Some temporal echoes are the result of the Dalek 
Emperor's manipulations. The Fourth Great and 
Bountiful Human Empire is obviously a place that the 
Ninth Doctor has been to, but now it’s all changed. 
This is definitely due to alien involvement; while 
the Dalek Emperor was building his army it used 
the Jagrafess and the Editor (who may have been а 
Dalek Duplicate) to stagnate Earth’s progress. 


Finally, the Doctor is responsible for his own 
temporal echoes. He remembers Harriet Jones 
being a three term Prime Minister ushering in 
Great Britain's golden age. However, it’s the 
Doctor’s own actions that cause a rippling effect, 
as he changes history after Prime Minister Jones 
orders the destruction of a retreating alien ship. 


Q Rebooting the Universe 

One of the biggest themes of the Ninth Doctor's 
era (the other being Bad Wolf) is the impact of 
the Last Great Time War. This epic event had a 
profound impact on the Doctor, who believes he 
is the sole survivor of the war and the last of the 
Time Lords as a result. It also had a huge impact 
on the Universe as a whole, affecting entire 
species and throwing into question everything 
that came before. The Universe just feels different 
as a result, and characters can’t even trust their 
own memories. 


When starting a new campaign, a Gamemaster has 
the ability to start with a blank canvas and take the 
stuff they like from the old to integrate into the new. 
In effect, this is exactly what occurs — humanity's 
self-deception and the Doctor's relatively long 
absence meant that Earth in 2005 was profoundly 
unimpressed with previous alien incursions to the 
point that most people still didn’t believe in aliens. 


Still, it's possible that а Gamemaster may wish to 
take this point even further; what if the Last Great 
Time War really did alter histories so that Gallifrey, 
Skaro, and other worlds never affected Earth? 
Perhaps Mondas was destroyed before reaching 
Earth in 1986, Torchwood and UNIT were never 
formed because the invasions that prompted 
them never happened, and Earth is now a clean 
slate. Rose really is the first time that the Nestenes 
invade and Aliens of London really is a first 
contact, although not quite as it first seems. The 
Doctor is free to invent himself anew. 


By combining humanity's self-deception and 
ripples from the Time War, the Gamemaster is 
free to reinvent the Universe as they see fit, free 
from continuity. They can pick and choose which 
bits they want to keep and discard the rest without 
worrying about whether they fit into the timeline. 
Time-travelling characters may remember previous 
events in their relative timelines, but they are 
acutely aware that what they remember may have 
been rewritten. 


Q The Lonely Veteran 

One very important aspect of the Ninth Doctor 
is that he feels isolated. He's the only one who 
remembers the Last Great Time War and the 


only one still dealing with the outcome. He also 
has blood on his hands and no one who truly 
understands to forgive him. He hates himself for 
what he had become and he isn’t sure if he can 
recapture what he once was. He needs companions 
like Rose to remind him of who he used to be and 
of who he can be. 


VOD. 
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О The Ninth Doctor's Adventures 

War had raged across all of time and space, and in 
the end, everything had been destroyed: the great 
works of the Time Lords, the vast empires of the 
Daleks, and countless worlds and peoples caught 
in the middle of their apocalyptic struggle. Of those 
ancient civilisations there was one survivor, racing 
ahead of the chaos unleashed by the conflict, but 
unable to outrun his guilt for his actions during the 
Last Great Time War, a lonely god tormented by 
loss: the Doctor. 


In London, 2005, a fortuitous meeting led the 
solitary Time Lord to break his self-imposed exile. 
Rose Tyler, a teenage assistant at a department 
store, was attacked by store mannequins that 
lurched suddenly into life — Autons, beings of 
living plastic, had come to claim Earth as their 
own. Rose was rescued by the Doctor, who 
destroyed the mannequins (and the store) while 


= 


he was searching for the controlling Nestene 
Consciousness. When Rose’s boyfriend Mickey 
was temporarily replaced with an Auton duplicate, 
the Doctor used its severed head to track the 
Consciousness to a base below the London Eye. 
There the Consciousness blamed the Doctor for 
the loss of the Auton homeworld, necessitating 
the invasion of Earth. As Autons broke cover 
and rampaged across the city, Rose freed the 
Doctor, sending a vial of anti-plastic into the vat 
containing the Nestene Consciousness, ending 
the invasion. The Doctor invited Rose to join him 
aboard the TARDIS. 


The Doctor took Rose to five billion years in the 
future, when the Earth was consumed by the sun. 
Watching the spectacle from the orbiting Platform 
One, the Doctor and Rose mingled with the rich and 
powerful of the Universe, including Lady Cassandra, 
who claimed to be the last human alive. Platform 


One, however, was sabotaged, the station overrun 
with metal spiders that disabled important systems 
and murdered members of staff. Rose was almost 
incinerated when she was trapped in a room 
flooded with solar energy. Lady Cassandra intended 
to kill everyone to benefit from the resulting market 
turmoil, and fled the station. However, the Doctor, 
aided by the sacrifice of the living tree Jabe, re- 
established the station's shields. 


Opting for somewhere closer to home, at least 
geographically, the Doctor took Rose to Cardiff on 
Christmas Eve, 1869. Unbeknownst to them, the 
dead of Cardiff were returning to life, animated by 
strange blue vapours. Undertaker Gabriel Sneed and 
his clairvoyant assistant Gwyneth tracked the latest 
corpse to a music hall, where writer Charles Dickens 
performed. The corpse caused a panic, attracting the 
Doctor and Rose. The Doctor and Dickens followed 
Sneed and Gwyneth (and Rose) to Sneed’s funeral 
parlour where contact was made with the entities 
through Gwyneth. The Gelth, disembodied victims 
of the Time War, had come through the Cardiff Rift, a 
fracture in space-time, to search for bodies to inhabit. 
The Gelth, numbering in the billions, would kill and 
inhabit everyone on Earth. As the Gelth poured 
through Gwyneth, Dickens realised that the aliens 
were affected by natural gas and flooded the funeral 
parlour — Gwyneth ignited the gas, destroying the 
building and trapping the Gelth beyond the Rift. 


Back in the present day, a miscalculation resulted 
in the TARDIS materialising not twelve minutes 
after Rose’s departure, but twelve months, which 
left Rose’s family distraught. Meanwhile, an alien 
craft crashed in London, causing a furore over first 
contact. The Doctor discovered the crashed ‘alien’ 
was a pig modified with alien technology. The crash 
was a ruse. As the British government gathered 
experts on extra-terrestrial life at Downing Street, 
members of the Slitheen crime family masqueraded 
as the British government asked the United Nations 
to authorise the use of nuclear weapons against a 
supposed mothership threatening London. The 
Slitheen scheme became clear: these weapons 
would ignite World War 3, and the family would sell 
Earth's irradiated remains. Their plan was thwarted 
when, with the help of Rose’s boyfriend Mickey, a 
British missile was redirected to Downing Street, 


eradicating the Slitheen before they could receive 
the nuclear codes. Departing, the Doctor noticed 
graffiti on the TARDIS: ‘BAD WOLF’, words that 
would soon reappear... 


A distress signal brought the Doctor to Utah in 2012 
and the bunker of Henry van Statten. Together with 
his procurer Adam Mitchell, Van Statten collects 
alien artefacts, including a sole living specimen. The 
Doctor was horrified to discover a Dalek, another 
survivor of the Time War. However, Van Statten 
captured the Doctor too, demanding information. 
When Rose discovered the _ ill-treated Dalek, 
she touched its casing in sympathy. The Dalek 
absorbed her DNA, regenerating enough strength 
to break free, and embarked on a killing spree. 
The Doctor resolved to kill the Dalek, but when it 
attempted to kill Rose, it could not. Absorbing her 
DNA meant it absorbed her compassion as well. 
Rose begged the Doctor not to kill the Dalek, but 
the creature could not endure its new emotions. It 
asked Rose to order its self-destruction. 


Adam's time on the TARDIS proved to be short- 
lived. Arriving in the year 200,000 upon Satellite 5 
in orbit around the Earth, the Doctor discovered a 
scheme to halt the societal advance of humanity. 
From Satellite 5, a constant stream of news 
media, manipulated and distorted, had enslaved 
the planet below and its colonies, all under the 
auspices of the predatory Jagrafess. The Doctor 
toppled their regime, and humanity was allowed to 
flourish once more — but Adam, tempted by the 
future technology, betrayed the Doctor's trust, 
modifying himself with technology and sending 
knowledge from the future into the past. The 
Doctor returned Adam to 2012, erasing the 
stolen knowledge. 


The Doctor took Rose to London in 1987, the day 
when her father, Pete, was killed in a hit-and-run 
accident. Intending to comfort him in his last 
moments, Rose instead pushed him clear of the 
oncoming vehicle, saving his life. This caused the 
collapse of the timeline, as Reapers appeared 
їо sterilise the wound in time, beginning by 
consuming the guests at the wedding Pete and 
Rose’s mother Jackie are attending. The TARDIS 
became an empty box: they were trapped, unable 
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to repair time. The survivors took refuge in the 
church, its age repelling the Reapers. While the 
Doctor attempted to recall the stranded TARDIS, 
Pete realised that Rose was his grown daughter. 
When the infant Rose was handed to her future 
self, the paradox allowed a Reaper to enter the 
church and erase the Doctor from existence. Pete 
realised he was supposed to die. The accident 
that killed him had been repeating outside and he 
threw himself before the car, resetting the timeline, 
driving away the Reapers and restoring those they 
killed, including the Doctor. 


Tracking a cylinder as it fell through time, the Doctor 
and Rose arrived in war-ravaged London in 1941. 
Rose immediately became endangered, dangling 
from a barrage balloon. She was saved by Captain 
Jack Harkness, a Time Agent from the 51st century 
who offered to sell mysterious future technology to 
her. Meanwhile, the Doctor, ignoring the warnings 
of a young woman called Nancy, answered a call on 
the TARDIS phone: a child’s voice asked, ‘Are you 
my mummy?’ The Doctor followed Nancy, but they 
were interrupted by a boy with a gas mask fused 
to his face. Warning the Doctor not to touch him, 
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Nancy explained that the cylinder came down near 
the hospital. Somehow it and the boy were linked. 
At the hospital, the Doctor discovered patients in 
the same fused state. Rose, Jack, and the Doctor 
were cornered as the converted patients rose, 
repeating ‘Are you my mummy?’ The Doctor 
learned the cylinder, diverted to 1941 by Jack, 
was a Chula medical ship carrying biomechanical 
nanogenes. The first human it encountered was 
Jamie, the child, killed while wearing a gas mask; 
it assumed this was humanity's base template, and 
began converting people into this mask-wearing 
form. Realising that Nancy was the ‘mummy’ Jamie 
was searching for, the Doctor encouraged her to 
acknowledge him. The nanogenes registered the 
familial link, noting she was the proper template, 
and they undid their changes, restoring Jamie to 
life. The Doctor destroyed the Chula vessel, while 
Jack diverted a falling German bomb. Before the 
bomb could destroy his ship, the Doctor welcomed 
Jack onto the TARDIS as a new companion. 


After a stop in 2005 Cardiff to deal with fallout 
from the Slitheen’s scheme, the Doctor and his 
companions woke, trapped in deadly scenarios 


parodying 21st century gameshows. Breaking free, 
the Doctor discovered they were on a repurposed 
Satellite Five, in the year 200,100, a century after 
the Jagrafess’ demise. Rose was disintegrated 
for answering a question incorrectly on her 
gameshow. Travelling to Floor 500, the Doctor 
met the Controller who, under the cover of a solar 
flare, told the Doctor they were secretly teleported 
into the games so they could hide from her unseen 
masters. Jack found the hidden TARDIS, and 
discovered Rose was not killed but transported 
elsewhere. Before the Controller could divulge 
where, she was teleported away and killed by her 
superiors. Awakening on a spaceship, Rose came 
face to face with these hidden masters: the Daleks. 
As the Doctor watched, an entire Dalek fleet was 
revealed. Rescuing Rose with the TARDIS, the 
Doctor learned the Dalek Emperor survived the 
Time War, escaping to Earth and rebuilding the 
Daleks with human DNA. The fleet invaded Satellite 
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Five, slaughtering everyone. The Doctor sent Rose 
home in the TARDIS, while the Doctor constructed 
a Delta wave generator which would eradicate all 
life, both in the fleet and upon Earth. In 2005, Rose 
encountered the words ‘BAD WOLF’. Realising the 
words had followed her through time and space, 
Rose opened the TARDIS console, bathing in its 
golden light and absorbing energy from the heart 
of the TARDIS. On Satellite Five, the Daleks killed 
Jack and confronted the Doctor, who could not 
condone using the Delta wave. Before the Daleks 
could kill the Doctor, Rose appeared, channelling 
the power of the TARDIS. Calling herself the Bad 
Wolf, she destroyed the Daleks and resurrected 
Jack. However, the power was destroying her. The 
Doctor kissed her, absorbing the deadly energy 
and returning it to the TARDIS. Leaving the 
station with an unconscious Rose, the Doctor, the 
last survivor of the Time War once more, started 
to regenerate... 
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Q Rose Tyler 

‘The Doctor showed me a better way of living your 
life. You know, he showed you too. You don’t just 
give up. You don’t just let things happen. You make 
a stand. You say “no.” You have the guts to do 
what's right when everyone else just runs away...’ 


Rose Tyler is a 19 year-old shop girl who happens 
to be in the right place at the right time to meet 
the Doctor, as the department store where she 
works is being used by the Nestene Consciousness 
to create Autons. After helping the Doctor defeat 
the Nestene Consciousness, Rose accepts his offer 
to travel with him. She finds herself enjoying the 
thrill of seeing various periods of Earth history 
and discovers that she doesn’t miss the banality of 
normal life. 


ROSE TYLER 


CONCEPT: 
Resourceful Shop Assistant 


FOCUS: 
Adventure 


Awareness 3, Coordination 4, Ingenuity 2, 
Presence 3, Resolve 4, Strength 2 


SKILLS: 

Athletics 3, Conflict 2, Convince 2, 
Intuition 2, Knowledge, 2, 
Medicine 1, Science 2, Subterfuge 4, 
Survival 2, Technology 2, Transport 2 


DISTINCTIONS: 
None 


EQUIPMENT: 
Superphone (regular phone that can 
communicate over time and space) 


TECH LEVEL: 5 


STORY POINTS: 12 


Prior to leaving with the Doctor, the two most 
important people іп Rose’s life are her mother 
Jackie Tyler and her boyfriend, Mickey. Rose 
feels like her life is going nowhere; she still lives 
with her mother and her relationship with Mickey 
is comfortable but not particularly exciting. Once 
aboard the TARDIS, Rose still cares for them and 
wants to reassure them that she is okay, but she has 
little desire to return to her life with them. 


Rose enjoys jumping into new times and situations 
with both feet and exploring these strange new 
eras. Like the Doctor, she is curious and wants to 
right wrongs when she sees them. Over the course 
of their travels, she develops a crush on the Doctor 
and will never willingly leave his side, even when 
facing certain death. 


G Captain Jack Harkness 

‘Funny thing... Last time | was sentenced to death, 
| ordered four Hyper Vodkas for breakfast. All a bit 
of a blur after that. Woke up in bed with both my 
executioners. Lovely couple. They stayed in touch. 
Can't say that about most executioners...’ 


Jack Harkness is a former Time Agent from the 51st 
century. He was born on the Boeshane Peninsula 
and became the poster boy for the Time Agency 
there, leading to his nickname of ‘The Face of 
Boe’. He left the Agency after waking up one day 
and discovering that they'd stolen two years of 
his memories. Jack became a соп artist, swindling 
Time Agents into buying ‘valuable’ technologies 
and then destroying them before they realised 
that they’d purchased worthless junk. 


Jack met the Doctor while posing as an American 
volunteer in the RAF during World War Il. He is 
like the Doctor in many ways; he is running from 
an authority, he travels in time, he uses a title, he’s 
charismatic, and he’s not what he seems. Most 
importantly, however, he has a good heart and he 
tries to do the right thing. 


Jack identifies as omnisexual; he flirts and enjoys 
the company of anyone he finds attractive 
regardless of gender or species. In spite of being 
a self-professed criminal, he is very loyal to his 
friends and can be counted on when the chips are 
down to sacrifice himself for them. 


CAPTAIN JACK HARKNESS 


CONCEPT: 
Roguish Time Agent 


FOCUS: 
Right 


Awareness 4, Coordination 4, Ingenuity 4, 
Presence 5, Resolve 4, Strength 4 


SKILLS: 

Athletics 3, Conflict 4, Convince 5, 
Craft 1, Intuition 3, Knowledge 3, 
Medicine 2, Science 4, Subterfuge 3, 
Survival 3, Technology 3, Transport 4 


DISTINCTIONS: 
Immortal (after events of The Parting of the 
Ways) — heals 1 Attribute Point per minute. 


Cannot die but suffers the pain, 
and outlives all his friends. 


GADGETS: 

Vortex Manipulator — Distinctions: Scan 
(limited range), Teleport (limited range), 
Transmit (limited range), Vortex (limited to 
short temporal jumps) Story Points: 4 


Squareness Gun — 
Distinction: Delete (doesn’t work on living 
tissue) Story Points: 1 


TECH LEVEL: 8 


STORY POINTS: 5 
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Q The Ninth Doctor 

‘It’s like when you're а kid. The first time they tell 
you that the world’s turning, and you just can’t quite 
believe it ‘cause everything looks like it’s standing 
still. | can feel it. The turn of the Earth. The ground 
beneath our feet is spinning at a thousand miles 
an hour, and the entire planet is hurtling around 
the sun at sixty-seven thousand miles an hour, and 
| can feel it. We're falling through space, you and 
me, clinging to the skin of this tiny little world, and 
if we let go? That’s who | am.’ 


In the beginning, the Ninth Doctor is an enigma. 
With the exception of a brief trip by his eighth 
incarnation, the Doctor has been absent from Earth 
for over 15 years. The world moved merrily along 
without him; the Doctor, meanwhile, was involved 
іп а Time War that had had mysterious effects 
on the Universe. When he returns, the Doctor is 
reborn. The Time War changed not only him but 
also the people of Earth. With the exception of a 
few, most humans have forgotten him as well. It is 
a brand-new era. 


O The Diamond Heist 


Q Intro 

The French Alps, French-Italian Border 1944 
Arcing through time and space, a dire warning 
reaches the Doctor. A mysterious and powerful 
alien force has entered the cauldron of the Second 
World War, joining forces with the faltering Nazi 
regime. British Prime Minister Winston Churchill 
fears the creation of a super weapon that will 
change the course of the entire conflict. Key to this 
apocalyptic new technology, Churchill believes, is 
an artefact recently stolen from the British Museum 
— the Taaron Ka diamond. The characters must find 
and infiltrate the base where the weapon is being 
constructed and halt the Nazi's plans before they 
come to fruition. 


С Act One 

The sun is setting as the TARDIS lands on a 
winding roadside on a heavily wooded mountain 
slope. Emerging from within, the Doctor and 
Rose consult a ramshackle device to track the 
Taaron Ka diamond. It emits a sad little noise 
and dies. They have tracked the diamond to this 
general area, but its specific location must be 
found in person. A road sign points to the town 
of Briangon, glimpsed through trees beyond a 
stone bridge. 


The town is eerily deserted: a motor car is parked 
in the cobbled street, doors thrown open. A cart 
of produce is overturned. There is no sign of the 
townspeople or the Nazi occupiers. A series of 
soft clicks and bright flashes of light draw their 
attention. Someone is taking photos of them while 
moving from building to building, to the church 
overlooking the town. Within they find Lee Miller, 
an American photojournalist. She is wary of the 
Doctor and Rose and hesitant to trust them. The 
Doctor can gain her trust with a demonstration of a 
Polaroid camera he may have with him (Story Point) 
or successful Presence + Convince tests. 


Miller tells the Doctor she is investigating strange 
activity in the town. The same night the townspeople 
disappeared, a new unit of Nazis arrived in 
Briançon. Secretly she photographed the new 
arrivals. Developing the negatives, she discovered 
something strange. She shows the Doctor — around 
each Nazi's head is a jagged ring of light. 


Dusk has fallen in Briangon, and an engine sounds below 
— a truck filled with townspeople and Nazis has pulled 
up to a store; they are taking supplies from within. Miller, 
mentioning that the Nazis only move at night, takes a 
photo. If using the Polaroid, a jagged halo surrounds 
townspersons and Nazis alike. The loaded truck pulls 
away, giving the characters a direction to follow. 
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Q Act Two 

The characters can appropriate the abandoned 
car, with Miller insisting on driving. Ahead, the 
Nazi truck drives fast and carelessly on the narrow 
mountain roads, its headlights extinguished. 
Combined with Miller's statement that the new 
detachment only moves at night, this suggests 
that they must possess heightened night vision. 
While Miller drives, the Doctor and Rose can 
act as spotters, warning her of the treacherous 
moonlit path ahead. 


The truck arrives at a compound high on the 
mountainside. The floodlights around it are 
quenched, leaving everything in darkness. Parking 
in the woods nearby, the characters advance on 
foot. The moonlight lets them see the compound 
is filled with construction supplies, mostly lumber 
and iron girders, as well as food and clothing. The 
truck's occupants disembark and load supplies 
onto a large cable car. Once loaded, the cable car 
lifts off into the darkness, towards the mountain 
peak across the valley. While the townspeople 
move robotically, the Nazi soldiers are at ease. 
Nearby, two soldiers softly converse. Four 
voices are heard — two human and two strange, 
chiming voices. While the townspeople are being 
controlled, it seems the soldiers are willingly 
bearing passengers. They mention working upon 
the ‘Unendlichkeit Kanone’ — the Infinity Cannon. 
A new cable car descends, and the townspeople 
and many soldiers embark, leaving the compound 
only lightly guarded. 


The characters can attempt to sneak through 
the compound and onto the next cable car that 
comes down, or attempt to convince the guards 
to let them pass, though the vision-augmented 
Nazis will see through psychic paper and call 
for backup. The Doctor can also incapacitate 
them with light from Miller's camera, the flash 
strengthened with the sonic screwdriver. One 
bright flash breaks the connection between the 
soldier and its passenger. The halo becomes 
visible for a moment, a trembling multi-pointed 
snowflake, as both voices scream out. Soldiers 
affected in this way are knocked out for an hour, 
however every time Miller's camera is used 


expends a bulb. 


They board the next cable car, which rises over 
the valley. In the moonlight more cable cars can 
be seen, both distant and close, rising to the 
summit of the tallest mountain in the area. As 
they get closer they can see, protruding from its 
uppermost slopes, a cluster of long gun barrels — 
the Unendlichkeit Kanone. Electricity sparks along 
its length where work is being carried out. 


The cable car arrives in a busy loading bay, filled 
with controlled townspeople who do not notice 
the Doctor and companions slip into the shadows 
and work their way deeper into the complex. 
Teams of townspeople wield strange devices that 
melt and weld the metal with bursts of black light. 
Anumber are injured, but the alien presence pilots 
them on regardless. The convoluted machinery 
of the mighty weapon is on full display, its extra- 
terrestrial origin clear. 


The characters must investigate multiple areas, 
deeper and deeper into the mountain, before 
they can understand its true purpose. This is no 
mere weapon — when fired it will indiscriminately 
split every molecule of water on the planet into 
component gases, including the water within 
living things, ready to be syphoned away. The 
heightened activity points to the imminent firing of 
the gun. It must be stopped immediately. 


The moment the Doctor makes this revelation, they 
are surrounded by troops wielding disintegration 
pistols. The troops report their discovery. It seems 
a swift execution is imminent... until the presence 
of a foreign reporter sparks interest. The Doctor 
and their companions are escorted deeper under 
the mountain. 


Q Act Three 

The characters are taken to a vast control room. 
In the far wall, shining even behind dark glass, is 
the Taaron Ka diamond. At consoles a hundred 
operators, guided by the aliens, input data while 
above, held in a metal orrery, a gigantic scintillating 
aura is visible to the eye. Seated beneath it is a 
decrepit figure. This is General Albrecht von Mors. 
His face is burned, a visible aura emerging from his 
punctured jowl. He greets the arrivals warmly — 
how fortuitous! A journalist arriving to document 


the firing of the Kanone and the ultimate triumph 
of the Nazis! Von Mors boasts how he first made 
contact with the Albratellid-Ischimoune, the Aura, 
and how creatures from beyond the stars believe in 
the righteousness of the Nazi’s plans! The Doctor 
can confront him with the Aura’s true intentions, 
but he will not accept it. 


To stop the Kanone firing, the Doctor must 
disrupt the link between the Nazis and the Aura. 
A camera flash is insufficient but smashing the 
dark glass and revealing the Taaron Ka provides a 
lens to magnify and refract its light. Alternatively, 
the Doctor can boost the low light within the 
control room or, using the knowledge the 
characters have gleaned, cause a power inversion 
in the mechanism. The Auras hastily flee their 
host bodies. The townspeople are freed, but the 
Nazis, thoroughly entwined with their hosts, are 
likely killed in the process, von Mors included. 
The destabilised Kanone will detonate in minutes. 


Before withdrawing, the great Aura mocks the 
Doctor's efforts. In any age, there will be those 
who desire to build the biggest gun. 


The evacuation is difficult, but the Doctor, 
Taaron Ka in hand, manages to get the dazed 
and bewildered townspeople into cable cars and 
descends the mountain. Miller, photographing the 
Kanone as it detonates, catches something. On 
the dark side of the moon, a massive, jagged halo 
flares for a moment, then disappears... 


é That’s the thing. 
If | don’t dare, 
everyone dies. 9 


LEE MILLER 


CONCEPT: Groundbreaking Photojournalist 
FOCUS: Truth 


Awareness 4, Coordination 3, Ingenuity 3, 
Presence 4, Resolve 4, Strength 2 


SKILLS: 
Athletics 2, Conflict 1, 

Convince 4, Craft (Photography) 4, 
Intuition 3, Knowledge 3, Medicine 1, 
Subterfuge 2, Survival 2, 
Technology 1, Transport 2 
DISTINCTIONS: None 
EQUIPMENT: Camera and Flash (12 bulbs) 
TECH LEVEL: 5 


STORY POINTS: 12 


CHAPTER THREE 


THE TENTH 
DOCTOR 


O Introduction 


‘He’s like fire and ice and rage. He’s like the night and 
the storm in the heart of the sun. He's ancient and 
forever. He burns at the centre of time and he can 
see the turn of the Universe. And he’s wonderful.’ 


Just as his predecessor bowed out with a flourish, 
the Tenth Doctor appeared with a massive grin, 
boundless energy, and a brief experiment with 
wearing a dressing gown outdoors. That dressing 
gown (and the satsuma in its pocket) got him 
through the first of many adventures featuring 
old foes, new enemies, and a string of dedicated 
companions and friends. 


The Tenth Doctor inadvertently caused the 
founding of the Torchwood Institute and was 
there when it fell in the Battle of Canary Wharf. 
He met the Beast at Krop Tor and survived being 
thrown back in time by the Weeping Angels. He 
discovered the last thing that he dared hope for 
— he was not alone — and then had to deal with a 
new incarnation of the Master. He almost died on 


the planet Midnight and rescued the Stolen Earth. 
He brought the Number 200 bus back from San 
Helios, broke time in half at Bowie Base One, and 
faced down the deranged remnants of the Time 
Lords returned from Gallifrey. 
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О The Tenth Doctor's Ега 


О Who is the Tenth Doctor? 

The tenth incarnation of the Doctor hits the 
ground running and never really slows down. In 
his previous incarnation, he was by turns grumpy, 
cheerful, and, on occasion, desperately joyous. 
Most of all though, he was damaged, still carrying 
deep psychological wounds from the Time War. 
He viewed saving Rose, and the subsequent 
regeneration, as an escape and left the stage with 
a flourish and a final, beaming smile. 


That smile is very nearly the only thing to carry 
over. The new arrival is young, dashing, and 
completely different. It is all a stunned Rose Tyler 
can do to talk to him before he passes out, sending 
the TARDIS crashing to Earth in the present day. 
There, he sleeps through most of the Christmas 
Invasion and it falls to Rose, Jackie, and Harriet 
Jones — the Prime Minister — to do the best they 
can to see the invading Sycorax off. When the 
Doctor wakes up, he more than makes up for lost 
time and, despite losing a hand, defends the Earth 
and topples Jones’ government just in time for 
Christmas dinner. 


That mercurial nature becomes his defining trait. 
Talking fast and thinking faster, the Tenth Doctor 
is often blunt, occasionally rude, and always 
completely entranced by what he is experiencing. 
Decked out in a variety of excellent suits and 
trainers, he has horror at his back and love and 
infinite potential in his future. No wonder there is 
always so much running. 


This is a Doctor who has played by the rules, 
championed lost causes again and again, and 
whose only reward has been to endlessly find 
himself alone. That comes to a head with his 
attempt to save Adelaide Brooke. 


The Tenth Doctor is finally confronted not only 
with his pride but with the consequences of it and 
does the one thing he knows how to do: run. In 
so doing, he finds himself facing the only thing he 
truly fears: his past. 


Q Who аге the Doctor's Companions? 

A Time Lord, the Fifth Doctor once said, is the sum 
of his memories. The Tenth Doctor is the sum of 
his companions too, his life defined by both their 
presence and their absence. 


Playing Rose at the start of her time with the Tenth 
Doctor is a different proposition to playing her 
when she returns from Pete’s World. The early Rose 
loves what she does and embraces the Universe 
with the same open-hearted enthusiasm and mild 
arrogance that the Doctor does; after all, she killed 
the Daleks, what else is there to be afraid of? 


Rose at the end of the Tenth Doctor's life is far 
calmer, far more focused, and far more dangerous. 
She’s got a sense of the strategies needed to 
survive in his world and has no problem both 
giving orders and withholding answers. She's 
become exactly what the Doctor is: a player of 
games, a woman thinking four steps ahead who 
may not like sacrificing people for a greater good 
but will do it if she has to. Of course, Rose would 
not be the last companion to become more 
like the Doctor — look at Clara and the Twelfth 
Doctor, for example. 


That change is reflected in her family too; Pete and 
Jackie Tyler both rise to the occasion with aplomb. 
Pete Tyler becomes the leader of his world and Jackie 
evolves from a woman resentful of being left behind 
by her daughter to someone who crosses universes 
to save her friends. The Tyler family start small, and 
in Jackie’s case very cautious, but they're different 
people at the end of the Tenth Doctor’s life; brave, 
assertive, and completely in charge of their own lives. 


Mickey Smith is much the same. The slightly bitter, 
resentful young man the Ninth Doctor knew is 
replaced by someone who is shown the life he could 
have, and the life he wants, and realises they're 
two different things. Like Pete and Jackie, Mickey 
flourishes in the alternate universe, becoming an 
essential part of Torchwood and accepting his role 
as a leader. His early concern at being edged out 
of Rose's life is replaced by a mature acceptance 
that he has to take control of his own. By the last 
time the Doctor meets him, Mickey is his own man, 
as independent and focused as his partner, Martha 
Jones. So too should the characters in your game 
change. Those who travel with the Doctor — no 
matter how briefly, as did Astrid Peth — rise to the 
occasion, reaching their full potential. Give your 
characters the chance to grow, to become better 
than they thought possible. 


© Themes of the Tenth Doctor's Era 
‘Think you've seen it all? Think again. Outside 
those doors, we might see anything. We could find 
new worlds, terrifying monsters, impossible things. 
And if you come with me... nothing will ever be the 
same again!’ 


There is one secret to the Tenth Doctor's adventures: 
pace. Not just the frantic, Converse-wearing, trench 
coat-flapping sprint of the plots but the constant 
pace shifts from epic action to moments of heart- 
warming (or heart-breaking) character drama. The 
Tenth Doctor feels everything incredibly deeply, 
whether joy, rage or grief and often all three at once. 


His predecessor had, against all his expectations, 
survived the Time War and the guilt that followed. 
He had nothing but darkness behind him, both ina 
life he had chosen to forget and an incarnation filled 
with rage, darkness and, ultimately, redemption. 
For the first time in a long while, the Tenth Doctor 
feels like he is allowed to have fun and decides to 
have all of it, all at once, as fast as possible. 


Yet the Tenth Doctor is just as wounded by his 
actions as his predecessors; he just has a better 
suit to cover the scars with. The War Doctor later 
described him perfectly as ‘the man who regrets’. 
The Tenth Doctor wants to see everything, do 
everything, and the only thing that crushes 
him more than the knowledge he can’t, is the 
knowledge that everything — and everyone — he 
loves will die before he does. 


No wonder he runs so fast and talks so quickly. 


Q A Storm At The Heart Of The Sun 

When confronted with danger or mystery, the Tenth 
Doctor typically responds in two ways, often both 
at the same time. The first is to take control of a 
situation, and manoeuvre everyone into place in a 
manner so naturalistic no one seems concerned he’s 
doing it. This is both because he’s insatiably curious 
and because he fundamentally believes that he’s 
always the smartest person in the room. He’s usually, 
but not always, right. Give the Doctor more than 
enough chances to be smart, but time the moments 
when he’s proved wrong carefully, and you'll run 
adventures your players will remember for years. 
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The second reaction he has is abject joy and 
wonder, usually at whatever's trying very hard to 
kill him. Look at how he reacts to the Werewolf 
(Tooth and Claw) or his reaction to the Vespiform 
(The Unicorn and the Wasp). The Tenth Doctor 
loves the diversity and beauty of the Universe and 
he struggles to protect it even when he’s locked in 
battle with it. It’s a brave, difficult stance to take 
and he pays for it again and again, but he never 
stops trying to reason with people. Again, the 
moments where he doesn’t have the option can be 
real campaign highlights. 


The Tenth Doctor isn’t just enraged and disgusted 
because of what his clone has done, he’s furious at 
what it prevents him from doing: trying, yet again, 
to reason with a madman. Likewise, his frantic 
attempts to negotiate with the Master, even after 
how the Master has treated him, shows just how 
pathologically compassionate he is. 


That boundless compassion is both admirable 
and increasingly dangerous. He’s so desperate 
to save everyone that when he can’t he’s either 
riddled with guilt (‘I’m sorry. I’m so so sorry’) or 
enraged that the Universe isn’t doing what he 
wants. That arrogance is what ultimately leads 
to his disastrous actions at Bowie Base One and 
the end of his life. The rage that accompanies it 
is what leads to the vengeance he takes on the 
Family of Blood and so many other villains. The 
Tenth Doctor's compassion may be boundless 
but mess with the people he loves and no power 
in the Universe will save you. 


Make no mistake, the Doctor loves his friends. In 
most cases, it’s platonic, like his good-natured 
banter with Mickey. Donna and Wilfred are like 
a family to him, with Wilfred a stand-in father 
and Donna a stand-in sister. When the Doctor 
is forced to mindwipe Donna, it affects him just 
as much as the loss of Rose and colours every 
adventure that follows. 


Then there’s Rose. The romance between them 
takes a while to develop; in fact it takes him until 
her loss in the Battle of Canary Wharf to realise 
what he’s lost, and he carries that wound with him 
for a very long time. It’s also revealing that, while 
Rose tells him she loves him, he never quite gets 
round to saying the same back. It’s not that he 
doesn’t — the pair are clearly deeply in love — but 
it’s the one type of honesty that the Tenth Doctor 
can't quite manage. Joy and fascination and rage 
are easy, but love? Those are difficult, potentially 
deadly emotions for him but he feels them anyway. 
The Tenth Doctor is never quiet, never especially 
tactful, and always completely honest. Those few 
times he’s not are when he’s deeply emotionally 
uncomfortable and, once again, that can bring real 
weight and dramatic emphasis to some adventures. 


Later in his life, the Tenth Doctor is unfettered 
to the point of mania. His refusal to let Adelaide 
Brooke die is grounded in the pain from his 
losses. The Time Lord Victorious is only victorious 
because he’s the last man standing, and when 
he realises that he becomes as dangerous as 
the Master; an untethered intellect, one without 
the grounding effect a companion has to keep 
him safe. The Doctor at the end of his life is a 
desperately sad, lonely man. He's still in love 
with knowledge and travel and the Universe, but 
he’s seen what happens when he goes too far 
and can't see past it. The flamboyant, talkative, 
brainy-specced clown of his first adventures is 
replaced by a character tempered by failure, with 
a tremendous air of sadness to him. He knows 
what's coming and he knows he can't stop it. He 
also knows he’s going to try. 


Q The 21st Century Is 

When Everything Changes 

The Tenth Doctor spends a lot of time both on Earth 
in general, and in the 21st century in particular. As 
Captain Jack explains, ‘The 21st century is when 
everything changes. And you've got to be ready.’ 
The Tenth Doctor's 21st century is a world of vast, 
expansive, and fundamentally positive change. 
That’s best embodied by the massive events the 
planet endures during the Tenth Doctor's ега. 
Multiple invasions, some played out in public, and 
the Earth being moved out of the Solar System all 
mean that this is the time when humanity is faced, 
head on, with the reality that they are not alone 
in the Universe, and is far more aware of its place 
in the Universe. Earth's governments in the 21st 
century have, for the most part, the best interests 
of their populations at heart. Harriet Jones may 
destroy the Sycorax, but she does to send a 
warning to any other alien races looking to invade 
the Earth. Torchwood may inadvertently cause the 
Battle of Canary Wharf, but they do it from a desire 
to find a new energy source. 


This is a world defined by the best of intentions, even 
if those intentions often lead to the worst of places. 
For every moment of altruism there’s one of cruelty 
or malice. Torchwood’s imperialistic arrogance and 
casual disregard for alien life is a good example of 
this, while the reign of Harold Saxon is its epitome. 


The Master exploits humanity's terror at the 
growing number of alien events taking over the 
world, and is only stopped by the bravery of 
Martha Jones. He’s not alone either. Professor 
Lazarus’ machine proves to be a curse rather than а 
blessing, and Adipose Inc exploits people’s lack of 
body confidence for their own ends. This is a time 
of absolute opportunity, certainly, but it’s a time 
of cruelty and impatience too. Organisations may 
have the best interests of the people at heart, but 
they sometimes use them as a justification rather 
than an ideal. 


Q A Shining New Future 

The most important thing about the Tenth 
Doctor's 21st century is the sense of opportunity 
and — in many ways — optimism. Humanity is 
striving to understand its place in the Universe 
and take its first faltering steps out amongst the 
stars. Whether it’s the Sanctuary Base on Krop 
Tor, the Library, or Bowie Base One, humanity is 
desperate to learn and that need for knowledge, 
to go somewhere they've never previously been, 
starts here. When the Doctor journeys to the 
future, his adventures are defined by this. The 
Doctor meets people that display real bravery 
and altruism: Thomas Kincade Brannigan and his 
family, the Face of Boe, the Torchwood Archive 
team on Krop Tor, and Adelaide Brooke. Actual, 
real evil is surprisingly rare іп the Tenth Doctor's 
eras, with the notable exceptions of the Daleks, 
the Cybermen, and the Beast, and the Doctor still 
gives them all a chance. 


Q The Torchwood Institute 

The Torchwood Institute began as a royal response 
to an alien Werewolf attack on Queen Victoria in 
1879. The Queen, exposed to the existence of 
aliens and the threat of alien invasion, created 
the Torchwood Institute to combat such threats. 
She took the name from where she was attacked, 
the Torchwood Estate. Chief amongst these 
threats were the Tenth Doctor and Rose, whom 
the Queen felt had such a callous disregard for 
their own actions that it could threaten the entire 
empire. She rewarded them and then banished 
them. Her first official instruction to Torchwood 
was to capture and neutralise the Doctor should 
he ever return. 
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Throughout the 20th century, Torchwood remained in 
the shadows, becoming something of an open secret 
(similar to MI-6). Torchwood agents only involved 
themselves if there was evidence of alien activity, and 
they had the authority to commandeer any police 
or military investigation or operation that involved 
aliens in any way. This sanction made Torchwood 
extremely unpopular amongst other government 
agencies. Occasionally, an official inquiry might 
even hide alien involvement until the last minute for 
fear of Torchwood swooping in and taking over the 
investigation. Torchwood facilities were established 
throughout the empire and as space-time anomalies 
were discovered it became standard protocol to 
establish local headquarters around them. The 
main headquarters, Torchwood Tower, was built to 
access a space-time anomaly above Canary Wharf in 
London, while a regional headquarters was built near 
the rift in Cardiff. Such protocols carry their own risks, 
and it’s possible that various Torchwood locations 
have ‘disappeared’ or been subject to alien invasions 
at various times, the most spectacular of such events 
being the destruction of Torchwood Tower during 
the Battle of Canary Wharf. 


By the turn of the 21st century the Torchwood 
Institute was at its height, operating from its 
headquarters in Canary Wharf. Most of Torchwood's 
collection of alien artefacts were held within the 


tower or in various hangars and sub-basements. 
At this point Torchwood was powerful enough 
to shoot down and destroy alien starships, as 
evidenced by its destruction of the Sycorax vessel. 
Unfortunately, this location proved vulnerable in 
2007 when the Cult of Skaro, fleeing the Time War, 
used the anomaly to escape the Void and attracted 
Cybermen from a parallel Earth to cross through it. 


During the Battle of Canary Wharf, Torchwood 
Tower and most of its alien artefacts were 
destroyed, and most of its personnel, including 
chief controller Yvonne Hartman, were converted 
into Cybermen. This event marked the end of 
Torchwood as a viable and thriving organisation. 


In the aftermath, various senior (or suddenly senior) 
Torchwood officials attempted to keep the flame 
alive, securing what alien artefacts they could from 
the wreckage and putting together autonomous 
Torchwood teams to continue monitoring time- 
space anomalies, possible alien invasions, and 
use of alien technologies. The funds dwindled, 
however, and many members of Parliament, 
having felt burnt by the Torchwood Institute over 
the years and citing the Canary Wharf incident as a 
spectacular failure, blocked any attempts to grant 
more funds and support. By the mid-21st century, 
Torchwood is little more than a memory. 


О The Tenth Doctor's Adventures 

Rose had very little time to take in the change in 
her friend's appearance before the TARDIS made 
a bumpy landing on the Powell Estate. Something 
had gone wrong with the regeneration, and the 
Doctor was comatose for much of the Earth’s first 
encounter with the Sycorax. Fortunately, he revived 
in time to defeat the Sycorax leader in single 
combat, losing a hand in the process (it regrew 
back as the regeneration wasn’t quite finished), 


though he was displeased by British Prime Minister 
Harriet Jones’ decision to destroy the retreating 
alien spacecraft. 


After enjoying Christmas on the Powell Estate, the 
Doctor and Rose set off, arriving on New Earth 
in the far future, where they found themselves 
in uneasy alliance with their old enemy Lady 
Cassandra, as they uncovered the deliberate 
infection of artificially grown humans by the 


Sisters of Plenitude. With the Sisters’ victims 
cured, the Doctor and Rose journeyed back to 
1879 and the Torchwood Estate, where they 
faced warrior monks, a Werewolf, and Queen 
Victoria herself, who honoured the pair before 
banishing them — and formed the Torchwood 
Institute as a precaution against the Doctor's 
potential return. 


Following rumours of strange occurrences at 
Deffry Vale School, the Doctor encountered his 
former companion Sarah Jane Smith. Together 
they uncovered a plan by the alien Krillitane to 
use the minds of the school’s children to solve 
the Skasis Paradigm, giving them power over 
time and space. With help from Mickey and the 
self-sacrifice of Sarah Jane’s K-9, the Krillitane 
were defeated. Sarah Jane, finally at peace with 
herself after years of pining for the Doctor, was 
gifted a new K-9 by him. 
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Mickey joined the TARDIS for his first adventure, 
travelling to a derelict spaceship inhabited by 
clockwork androids, which had a connection via a 
time window to Reinette, a young girl of the 18th 
century. The androids had used the crew's body 
parts for repairs and were stalking Reinette to 
‘harvest’ her brain to power the ship. The Doctor 
visited Reinette via time window at various points in 
her life, saving her from the androids, and realised 
that she was Madame de Pompadour, mistress of 
French King Louis XV. Eventually, the Doctor met 
Louis, who told him that Reinette had died, still 
awaiting the Doctor's return. Sadly, the Doctor, 
Rose, and Mickey left the derelict ship, unaware 
that its name was the SS Madame de Pompadour. 


The TARDIS burst into a parallel universe, almost 
destroying itself, and the crew found themselves іп a 
London with many differences to their own, including 
Rose’s father Pete still being alive. This reality was also 
the home of industrialist John Lumic, who created 
a new race of Cybermen. The Doctor managed to 
destroy the transmitter which was controlling humans 
and drawing them to the conversion plant, and defeat 
Lumic, who had upgraded into the Cybercontroller. 
Mickey decided to stay in the parallel universe to 
replace his counterpart, who had been killed fighting 
the Cybermen. 


They returned to their own Universe and made a 
trip to 1953, where they defeated an electrical alien 
entity called the Wire that was planning to use the 
TV transmission of Queen Elizabeth Il’s coronation 
to consume the minds of viewers. The Doctor and 
Rose next journeyed far into the future, to a human 
base on a planet orbiting a black hole. Beneath 
the surface, an ancient evil called the Beast was 
waiting to be freed, possessing the humans and 
their Ood servants. The Doctor caused the planet, 
along with the Beast, to fall into the black hole. 


Following an encounter with a dedicated fan of the 
Doctor, Elton Pope, and the alien Abzorbaloff, who 
tried to use Elton and his friends to help absorb the 
Doctor's knowledge, the TARDIS journeyed to 2012, 
where the opening of the London Olympics — and 
then the Earth itself — were threatened by a young 
girl. An alien friend, the Isolus, had given her the 
power to make people vanish by trapping them in 


her drawings. Rose was able to use the emotional 
power generated by the Olympic Torch to win the 
day, bringing everyone, including the Doctor, back 
into reality. 


Returning to Rose's home, the travellers found that 
shimmering humanoid figures had been appearing 
all over the world. The Doctor tracked the source of 
these ‘ghosts’ to the Torchwood Institute at Canary 
Wharf in London, and found that they were really 
parallel Cybermen forcing their way into this reality. 
To complicate matters, a mysterious void ship in 
the Torchwood building contained the Genesis Ark, 
a Time Lord prison holding millions of Daleks! As 
the Daleks and Cybermen battled each other, the 
Doctor managed to reopen the breach and return 
both of his enemies to the void, at the cost of Rose, 
who was sucked through the breach into the parallel 
universe. The Doctor was able to send her one last 
message as she confessed her love for him. 


The Doctor had little time to grieve as Donna Noble, 
snatched from her own wedding, appeared inside the 
TARDIS, and the pair became involved in an attack 
on Earth by the Empress of the Racnoss — a huge 
spider-like species hibernating in their ship at the 
Earth's centre. Donna's fiancé, who was unwittingly 
working for the Empress, died, and Donna declined 
the Doctor's offer to join his adventures in the TARDIS. 


The Royal Hope hospital was transported to the 
Moon by the Judoon, an over-zealous race of 
law enforcers who were hunting an alien criminal 
Plasmavore hiding in the building. The Doctor, 
with the help of medical student Martha Jones, 
was able to return the hospital to Earth, and he 
offered Martha a trip in the TARDIS. This trip was 
to 1599 London, where witch-like Carrionites 
were influencing William Shakespeare to use 
the words of a lost play in order to release their 
species from imprisonment. 


Returning to New Earth, the Doctor and Martha 
discovered a virus had wiped out everyone on the 
surface, and the survivors were trapped опа motorway 
under New New York in near perpetual gridlock and 
preyed upon by Macra. With the Doctor finding that 
the virus had burnt itself out, the Face of Boe unsealed 
the motorway at the cost of his own life. 


In 1930 New York, the Daleks were preying on the 
unhoused of the Great Depression, using them 
in their experiments, and the Doctor and Martha 
had to prevent humanity from being transformed 
into Dalek-human hybrids. Following this, back 
in Martha’s time, the rejuvenation process of 
Professor Lazarus affected the scientist’s DNA, 
turning him into a ravenous monster. In the future, 
a human spacecraft had 42 minutes before being 
pulled into a star. The Doctor was able to work 
out that the star was a living entity, and by venting 
fuel taken from it earlier, freed the ship. 


Hunted by the Family of Blood for his Time Lord 
essence, the Doctor transformed himself into 
human John Smith, a teacher in 1913. Martha 
kept a watchful eye on Smith as he romanced 
school nurse Joan Redfern, but when the 
Family tracked him down, he became the Doctor 
again to defeat them, punishing them like a 
vengeful god. 


Encountering the Weeping Angels and sent to 
1969, the Doctor reached forward to Sally Sparrow 
via her DVD collection so that she could send the 
TARDIS back in time to him, whilst avoiding being 
sent back herself by the Angels. 


Captain Jack returned, and the TARDIS hurtled 
to the end of the Universe. The travellers met 
the last humans, who were under siege from the 
cannibalistic Futurekind and hoped to journey to 
a new life aboard a rocket to Utopia. Once the 
rocket was launched, its creator, Professor Yana, 
was revealed to be the Master! Regenerating, the 
Master stole the Doctor’s TARDIS, stranding the 
travellers. Thankfully, they were able to use Jack's 
vortex manipulator to return home; there, they 
discovered the Master, posing as Harold Saxon, 
had become Prime Minister. He murdered the US 
President, aged the Doctor into an old man, and 
unleashed the homicidal Toclafane onto humanity. 
Over a year passed, during which time Martha 
travelled the world rallying the surviving humans. 
The release of their psychic energy rejuvenated 
the Doctor, time was reset, and the Master was 
seemingly killed by his own wife. Martha decided 
to stay behind to look after her family, who could 
remember the ordeal. 
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Alone again, the Doctor teamed up with Astrid 
Peth, a waitress on a seemingly doomed luxury 
spaceliner modelled on the Titanic, and thwarted 
the scheme of the mad Max Capricorn. He met 
Donna Noble again as both investigated a new 
weight loss method which turned out to have 
deadly alien consequences. With Donna taking 
up the Doctor's original offer, her first trip was to 
Pompeii on the eve of the eruption of Vesuvius. 
They discovered alien Pyroviles dwelling within 
the volcano, and Donna persuaded the Doctor 
to rescue a Roman family from the disaster. Next, 
they journeyed forward to 4126, where they freed 
the Ood from enslavement by humans. 


Martha, now working for UNIT, summoned the 
Doctor back to Earth to investigate the ATMOS 
organisation, which turned out to be a front for a 
Sontaran invasion of the Earth. Devices fitted to 
cars emitted a gas which, though poisonous to 
humans, was a perfect foodstuff for the cloned 
Sontarans. The Doctor managed to ignite the gas, 
and defeat the Sontarans, before setting off with 
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Donna апа Martha їо а planet where two factions 
of clones, humans and Hath, had been in a war for 
centuries. Along the way, the Doctor’s DNA was 
harvested, producing his clone ‘daughter’, Jenny. 


In 1926, the Doctor and Donna met Agatha Christie 
and uncovered the mystery of her disappearance 
that year, as well as the presence of a giant wasp- 
like alien, the Vespiform. They then journeyed to 
the 51st century and a planet-sized library that had 
been infested by the alien Vashta Nerada, which 
had killed all the inhabitants. As well as rescuing 
Donna from a virtual reality, the Doctor also met 
River Song — for the first time from his perspective, 
and the last time in hers! 


The TARDIS crew went to resort planet Midnight, 
where Donna enjoyed the spa whilst the Doctor 
faced a life-or-death situation on a shuttle tour that 
went badly wrong. Donna then faced peril of her own 
when a parasitic beetle showed her a tragedy-filled 
alternative reality where she never met the Doctor. 
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The Earth vanished, one of 27 planets ‘stolen’ as part 
of a plan by the Daleks and Davros to destroy the 
Universe — the planets powering their reality bomb. 
The Doctor enlisted the help of many old friends, 
including Jack, Martha, Sarah Jane, and Mickey. He 
then reunited with Rose, and a Dalek exterminated 
him. By channelling the regeneration energy into 
his severed hand, the Doctor survived and created 
another, more human version of himself. Defeating 
the Daleks came at a terrible cost to Donna, who was 
dying as a result of absorbing Time Lord knowledge; 
she was left at home, her memories wiped. 


Christmas Eve in 1851 saw the Doctor defeat 
the Cybermen and their giant Cyberking, saving 
London with the help of Jackson Lake, a man who 
had believed he was the Doctor due to absorbing a 
Cyberman infostamp. Still travelling alone, the Doctor 
found himself on a bus that was thrown through a 
wormhole into an alien desert; with the assistance of 
cat burglar Lady Christina de Souza and UNIT, he was 
able to return the bus and its passengers to London. 


In 2059, on Earth’s first Mars colony, the Doctor found 
himself facing an intelligent virus, the Flood. He 
recklessly decided to change history, saving the base's 
commander from her death. This was, however, a fixed 
point in human history; the Doctor was shocked when 
shekilledherselfto preserveher granddaughter’sfuture 
exploring space. 


The Doctor found that the Master had been 
resurrected and was in the custody of billionaire 
Joshua Naismith. Doublecrossing Naismith, the 
Master used an alien device to transform all 
humanity into versions of himself — the Master 
Race. The Doctor defeated this megalomaniac 
scheme, though at the cost of his life, as he 
absorbed a fatal dose of radiation to save 
Donna's grandfather, Wilf Mott, from the same 
fate. Holding back his regeneration, the Doctor 
visited his old friends and companions before 
the regeneration energy burst forth, badly 
damaging the TARDIS as the Doctor changed 
once again. 
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Q Mickey Smith 


‘What’s a horse doing on a spaceship?’ 


Overjoyed to get a spaceship ‘first time’ with the 
Madame de Pompadour, Mickey adapts well to the 
stresses and dangers of time travel. But it is the 
trip to the other Earth that changes Mickey's life 
forever. Consumed with guilt for not being home 
to help years ago on the day his Gran died, he 
leaps at the chance to change that. He also takes 
the opportunity to leave Rose behind and make 
peace with their relationship. Mickey is ready to 
have a life of his own — and besides, someone will 
need to lead the fight against the Cybermen. 


Mickey has a much better relationship with the 
Tenth Doctor than the previous incarnation. Mickey 
is older, wiser and calmer, a gifted, brave man with 
a life of his own to lead. 


MICKEY SMITH 


CONCEPT: 
Dependable Crusader 


FOCUS: 
Own Man 


Awareness 3, Coordination 4, 
Ingenuity 2, Presence 3, 
Resolve 4, Strength 5 


SKILLS: Athletics 3, Conflict 2, 
Convince 2, Intuition 1, Knowledge 2, 
Medicine 1, Science 2, Subterfuge 3, 


Survival 3, Technology 2, Transport 2 


DISTINCTIONS: 
None 


WEAPONS: 
None 


TECH LEVEL: 5 


STORY POINTS: 12 


@ Martha Jones 

‘My name isn't important. There's someone else. 
The man who sent me out there, the man who told 
me to walk the Earth. And his name is the Doctor.’ 


Martha Jones is the bravest person the Tenth 
Doctor has ever met. After a run-in with a 
Plasmavore on the Moon, Martha acquits 
herself nobly and travels with the Doctor to see 
Shakespeare, the Moon Landings, and the far 
future. But the rise of Harold Saxon, and the year 
Martha spends walking the Earth, help make up 
her mind. She will never be Rose, and she is not 
prepared to walk іп anyone’s footsteps. 


Later, working for UNIT, she enlists the Doctor's 
help against the Sontarans, and is put in charge 
of the Osterhagen Key during the Daleks’ theft of 
Earth. She goes on to work with Torchwood and 
ends up going into business with her new husband, 
Mickey Smith. 


MARTHA JONES 


CONCEPT: 
Independent Dedicated Nurse 


FOCUS: 
Save Lives 


Awareness 3, Coordination 3, 
Ingenuity 4, Presence 3, 
Resolve 4, Strength 2 


SKILLS: 

Athletics 3, Conflict 2, Convince 2, 
Intuition 3, Knowledge 3, Medicine 4, 
Science 3, Subterfuge 3, Survival 3, 
Technology 4, Transport 2 


DISTINCTIONS: 
None 


EQUIPMENT: None 
TECH LEVEL: 5 


STORY POINTS: 12 


G Donna Noble 


1 ain't matin’ with you, sunshine!’ 


The first time she meets the Doctor, Donna wants 
nothing to do with him. She turns down his initial 
offer of a place on the TARDIS and goes back to 
her old life. A year later, not quite over her first 
adventure with the Doctor, she scours the country 
looking for him. They reunite at Adipose Industries, 
and this time she can’t wait to join him. 


The pair adventure across time and space, until 
Donna’s facing Davros means the Doctor has to 
erase all of her memories. 


Donna is loud, brash and confrontational. Beneath 
all that, though, is a perceptive, brave woman who 
is arguably the most sensible person ever to set 
foot in the TARDIS. She has an excellent, if slightly 
bickering, relationship with the Doctor and gets on 
extremely well with Martha. 


DONNA NOBLE 


CONCEPT: 
Curious Adventurous Temp 


FOCUS: 
Achievement 


Awareness 2, Coordination 3, 
Ingenuity 2, Presence 4, 
Resolve 3, Strength 2 


SKILLS: Athletics 1, Conflict 2, 
Convince 3, Intuition 3, Knowledge 2, 
Medicine 1, Subterfuge 3, Survival 3, 


Technology 2, Transport 3 


DISTINCTIONS: 
None 


EQUIPMENT: 
None 


TECH LEVEL: 5 


STORY POINTS: 12 


Q Wilfred Mott 
‘It’s gone dark... it’s them aliens again, I'll bet 
my pension.’ 


Wilfred Mott first meets the Doctor the night the 
Titanic almost falls on London, and again when 
Donna reunites with him. Wilfred helps her and 
the Doctor deal with the ATMOS attack and the 
Medusa Cascade War. 


Wilfred begins to realise just how important Donna 
is to the Doctor, and how important the Doctor 
is to the Universe. When Donna needs to be 
mindwiped, Wilfred is crushed with grief not only 
for his granddaughter, but for the Doctor. Wilfred 
can tell how much he hates to be alone. 


When the ‘Master Race’ rises, it is Wilfred who 
finds the Doctor and accompanies him every step 
of the way. The Doctor chooses to save Wilfred 
and sacrifice himself, in doing so completing a 
prophecy: ‘He will knock four times.’ 


Wilfred is charming, gentle, and slightly mischievous. 
But he'll fight to the death to protect his family. 


WILFRED MOTT 


CONCEPT: Reliable Caring Grandfather 
FOCUS: Protection 


Awareness 3, Coordination 3, 
Ingenuity 4, Presence 4, 
Resolve 4, Strength 3 


SKILLS: Athletics 2, Conflict 2, Conflict 3, 
Craft 2, Knowledge (Astronomy) 4, 
Medicine 3, Science 3, Subterfuge 3, 


Survival 4, Technology 3, Transport 2 


DISTINCTIONS: None 
EQUIPMENT: None 
TECH LEVEL: 5 


STORY POINTS: 12 
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THE TENTH DOCTOR 


CONCEPT: 
The Lonely God 


FOCUS: Experience 


Awareness 4, Coordination 4, Ingenuity 9, 
Presence 4, Resolve 5, Strength 3 


SKILLS: 

Athletics 3, Conflict 2, Convince 4, 
Craft 2, Intuition 4, Knowledge 6, 
Medicine 3, Science 5, Subterfuge 3, 
Survival 3, Technology 4, Transport 4 


DISTINCTIONS: 
Time Lord — has an innate connection 
to time and can feel when it is wrong, 
telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


GADGETS: 

Sonic Screwdriver — 
Distinctions: Scan (tricky controls), 
Transmit (limited range), 
Unlock/Seal (cannot open deadlock seals) 
Story Points: 3 


Psychic Paper — 
Distinction: Psychic (doesn’t work on 
psychically trained), Story Points: 1 
TECH LEVEL: 10 


STORY POINTS: 4 


Q The Tenth Doctor 

‘It’s not that I’m an innocent. I’ve taken lives. | 
got worse, | got clever. Manipulated people into 
taking their own. Sometimes, | think a Time Lord 
lives too long...’ 


The Tenth Doctor is a man defined by two things: 
speed and an overriding sense of justice and pride. 


He's still filled with regret for his actions іп 
the Last Great Time War, and that provides a 
foundation for everything he does. This Doctor 
is а man who hasn't just turned his back оп war, 
but is actively opposed to it. He knows that it’s 
almost impossible to stop conflict once it starts, 
but he also knows what happens when he doesn't 
try. He’s ‘The Man Who Never Would’ as much as 
‘The Man Who Regrets’ and that all ties into the 
mystique of him as ‘the Lonely God’, the last Time 
Lord. He takes from that title as much pride as he 
does grief. 


That pride is reflected in everything, from how 
he looks to how he acts. Where the War Doctor 
was a nomadic warrior and the Ninth Doctor a 
deliberately anonymous clean slate, the Tenth 
Doctor is every inch the dapper Time Lord. His 
suits are sharp, his hair immaculate, and the colour 
of his clothes, and his trainers, a clear statement: 
he’s different, he’s here, and he’s in charge. 
Combined with his motor mouth and winning 
charm, as well as occasional bluntness, this means 
there are very few situations he can’t talk himself 
into or out of. 


=) 


О Green With Envy 


Q Intro 

Mare Ingenii, The Moon, 22nd Century 

A listing in an auction catalogue for a long-lost 
item attracts the Doctor's interest. Arriving at 
the BID WELL BID GOOD Auction House on the 
dark side of the Moon, the characters mingle with 
the Solar System’s rich and influential. However, 
the appearance of the Taaron Ka diamond as a 
mystery lot — a temporal impossibility — reveals a 
plot by the Slitheen crime family that threatens to 
destabilise every planet in the system. The Doctor 
and Donna must escape the fiendish trap laid for 
them and foil the machinations of the Slitheen. 


С Act One 

The TARDIS appears in a quiet corner of the 
exclusive BID WELL BID GOOD Auction House, 
located within a converted moonbase. Stepping 
from within, the characters move through a 
long gallery where holographic representations 
of today’s lots are displayed: the Iron Crown of 
Lombardy, the Guennol Lioness, the genuine 
Spirit of St Louis, and lastly a single burgundy 
trainer, lost by the Doctor while fleeing the 
Deccan Traps. The Doctor claims he wants it back 


ЕЛ 


because it contains dangerous artron energy; 
Donna insists it’s because he can’t stand having 
an incomplete collection. 


Milling about the gallery are other connoisseurs and 
antiquarians — Vigo Mantecett of the Consortium, 
an intense, sharp-featured man surrounded by 
hovering datanodes; Sesha Cren of the Cult of the 
Living Jupiter; the lumbering cryogenic machine 
known as William Bullock, Reborn; Malting Waise, 
a Silurian so rich they've replaced each scale with 
gold; and Jarlath Remarkable, the bubble-enclosed 
King of Neptune. Together they represent a quarter 
of the wealth of the Solar System. 


A chime summons the crowd, where Pon Fro, 
Judoon owner of BID WELL BID GOOD Auction 
House, is already on stage. Welcoming them, 
he introduces a surprise additional lot: rising on 
a stone podium is the Taaron Ka diamond. It's 
impossible! The Taaron Ka should not be here and 
now — it’s a fake! 


A screen buzzes into life above the crowd. A lady 
introduces herself as Hopton Botch Yel-Westren 
Slitheen. She says yes, the diamond is a fake. It will 
explode in moments, setting off a chain reaction. 


YOLOOG НІМ! IHL | JAYHL 4349УНЭ 


47 


J 
O 
O 
М 
O 
х 
= 
T 
O 
28 
>< 
— 
=< 
< 
m 
> 
70 
N 
O 
> 
> 
U 
< 
m 
A 
— 
Z 
70 
m 


The moon will slam into the earth, leaving it open to 
plunder, while the estates of the gathered rich will 
be similarly looted. Hopton Botch is also recording 
the horror of the crowd to sell as a limited edition, 
so please, if you would, scream nice and loud... 


Q Act Two 

There are 27 seconds between the appearance 
of Hopton Botch and the detonation of the 
fake Taaron Ka — more than enough time for 
the characters to act. They can recognise the 
diamond as a highly compressed ignition matrix. 
An internal cascade has already begun that cannot 
be stopped. The podium is threaded with circuitry; 
the already-coursing power indicates vast amounts 
of explosives secreted in the core of the moon, 
enough to fling debris against the Earth. This 
circuitry is the weak link — the characters can sever 
the ignition matrix from the rest of the device, 
localising the explosion to the Auction House. The 
worst of the blast can be mitigated by redirecting 
power into a shield over the bidders, but regardless, 
the resulting devastation is extensive... 


When the dust clears, the characters can take stock 
of the situation. The dome containing BID WELL BID 
GOOD has partially collapsed, the whole structure 
sinking into the shattered rock. Air is leaking 
and power flickering, threatening to extinguish 
completely. Communications are down; nearby 
settlements and ships in orbit cannot be contacted. 
Through the shattered dome, merrily drifting 
further and further away, is the TARDIS. The bidders 
are in shocked disarray, lying amidst fallen lots 
and masonry. As the characters check for injuries, 
a tremor passes through the structure, prompting 
further collapse. Before any escape attempt can be 
made, stable ground must be sought. 


Pon Fro reveals more about the Auction House. 
Originally а moonbase constructed by the 
mysterious Albretellid-lschamoune, it features 
subterranean chambers that can be individually 
sealed. The characters can rally the attendees to 
remove rubble and reveal an airlock in the floor. 
As they descend through a sequence of narrow 
chambers, a floating projection appears. Hopton 
Botch regards {Ве survivors. Itseems she will have to 
finish them off herself. In a crack of transmat energy, 


the Slitheen appears amidst them. Revelling in the 
flatulent removal of the arm of her skin suit, she 
punctures Jarlath Remarkable’s protective bubble 
with a swipe of her claws. Donning the Iron Crown 
of Lombardy, Hopton Botch scatters a handful of 
hovering telescanners, which record the terrified 
scramble of the rich. 


The Slitheen delights in destruction, using her 
strength and speed rather than weaponry. In the 
cramped confines there is no hope of combatting 
her; the characters must stay ahead of her, 
obstructing her rampage through the moon base. 
The chambers they pass through have all been 
affected by the explosion: some vent oxygen, some 
are partially crushed, some open onto deadly drops. 
Failure to tackle each obstacle results in another of 
the Solar System's finest being picked off. 


Hopton Botch can be temporarily slowed by 
utilising the environment, but also by reworking 
her telescanners and the single-use transmat 
patch on her arm — the former will deliver a 
stunning electrical jolt to the Slitheen, and the 
second literally disarms her by sending her right 
arm into orbit. Other attendees try to aid the 
Doctor. William Bullock, Reborn offers to vent 
some cryogenic gases to slow their pursuer; this 
interaction of gases causes the Slitheen’s skin suit 
to enclose her momentarily. 


At the Propulsion Core in the centre of a 
massive, column-shaped chamber, seated in a 
neutronium cradle, sits the base’s power source 
— a tiny, rare blacklight star. Here Hopton Botch 
intends to restart the chain reaction, as well as 
finish off any survivors. The blacklight star is key 
to defeating the Slitheen. Convincing Hopton 
Botch to approach the celestial object allows 
someone to trigger a minuscule flare on its 
surface. This expulsion of solar material sends 
the gas exchange within the Slitheen’s skin suit 
into overdrive. In an instant, it envelops Hopton 
Botch within a faceless knot of flesh. 


The relief of the survivors is short-lived, however. 
A rumble underfoot grows in intensity: the final 
collapse of the moonbase is underway, and it’s time 
to bid a final farewell to BID WELL BID GOOD... 


Q Act Three 

The struggling Hopton Botch can be restrained 
with a length of cable or wiring. If it has not yet 
been used, the Doctor can examine their transmat 
patch, which protrudes from a bubble of flesh. 
Currently incapable of transporting more than 
one person and keyed to Hopton Botch’s genetic 
code alone, it will take too long to refit it for wider 
use. The tremors worsen. Cracks in the walls of 
the Propulsion Core let in a flow of moon dust, 
which steadily swamps the chamber, forcing the 
survivors to climb up through the Core to avoid 
being swallowed. 


A split arcs across the bulging roof, giving 
the characters barely enough time to herd the 
survivors out of the way as the upper floors 
of the Auction House spill down into the Core 
in a tide of scrambled metal, moon dust, and 
gaudy architecture. 


Pulling themselves free of the wreckage, they 
see, scattered amidst debris, lots that had been 
up for auction, most prominently the relatively 
intact Spirit of St Louis. Here is a (barely) viable 
emergency craft with which to escape the 
base! However, it possesses no internal power 
source. A replacement must be found quickly, 
for with the dome now fully open to the void of 
space, the last oxygen is swiftly leaking away. 
Unfortunately, the collapse has snuffed the 
blacklight star below, and other energy sources 
(William Bullock, Reborn’s cryogenic suit or Vigo 
Mantecett’s data nodes) are insufficient. 


One of the characters can find the perfect source 
— perched on a metal spar sits a single burgundy 
trainer, crackling with artron energy. The Doctor at 
least has the decency not to say | told you so. 


Surrounded by a nimbus of energy, the last flight 
of the Spirit of St Louis is short but sublime, 
bringing survivors straight into the path of Lunar 
rescue services, or the drifting TARDIS. Hopton 
Botch’s bid for interplanetary supremacy is at an 
end. 
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GHAPTER FOUR | 


THE ELEVENTH 
DOCTOR 


O Introduction 


‘Clara sometimes asks те if | dream. “Of course 
| dream,” | tell her, “Everybody dreams”. “But 
what do you dream about?” she'll ask. “The 
same thing everybody dreams about,” | tell her. 
“| dream about where I’m going.” She always 
laughs at that. “But you're not going anywhere, 
you're just wandering about.” That's not true. Not 
anymore. | have a new destination. My journey 
is the same as yours, the same as anyone's. It's 
taken me so many years, so many lifetimes, but, 
at last, | know where т going, where I've always 
been going: home, the long way ‘round.’ 


When Amelia Pond was seven years old, she had 
an imaginary friend — the raggedy Doctor who 
crashed into her garden in his blue box. When 
she grew up, on the night before her wedding, 
her imaginary friend returned to take her on the 
adventure of a lifetime. 


On his adventures with Amy, Rory, River 
and Clara, the Doctor would rise higher than 
he'd ever risen before, before falling so much 
further. He’d save the world, get married, meet 
his TARDIS in person, even team up with his past 
incarnations to save his own people... but can he 
save himself and avoid meeting his destiny on 
the Fields of Trenzalore? 


Just remember — bow ties are cool. 
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О The Eleventh Doctor's Era 


о Who is the Eleventh Doctor? 

The Doctor's great vulnerability is isolation. 
When left alone, his restraint falls away and he 
becomes colder and harsher, more ready to pass 
judgement, more ready to punish. In his last 
days with Amy and Rory, he spends a lot of time 
alone, and his treatment of others becomes more 
ruthless: he arranges for space pirate Solomon to 
die without hesitation or care, although he does 
hesitate in pulling the trigger after deciding to 
execute war criminal Kahler-Jex. When he feels 
isolated, the needle on his moral compass starts 
to spin. So does his sense of self and well-being. 
He isn’t ever truly happy unless he’s with a friend. 


From the start, the Doctor feels a very deep and 
very strong connection to Amy. This Doctor travels 
with many other friends and companions over 
his long life, but he shares with none of them the 
connection he has with Amy, not even River Song — 
Amy’s daughter, who was trained to kill him before 
becoming someone he loved and eventually wed. 


The Doctor hates endings. He has been known to rip 
the last pages out of books so he is forced to leave them 
unfinished. This means the Doctor can drag things 
out far more than even his immediate predecessor 
managed; for example, he spends hundreds of years 
evading the fixed point in time that is his death at 
Lake Silencio, before working out how to escape it. 
It also means he can be devastated when endings 
are forced upon him, as happens with Amy. When 
she falls victim to a Weeping Angel, it nearly destroys 
him. However, in the last period of his life, he makes 
his peace with both endings, and with losing Amy. He 
becomes energised by the mystery of Clara Oswald, 
‘the impossible girl’, and he chases that mystery all 
the way to Trenzalore — where he is doomed to die. 
This time, he does not evade his fate, but settles in 
to spend centuries defending an ordinary community 
from threat after threat, growing old and weak. 


He is ready for the very end of his life. However, 
Clara is able to win him a new cycle of regenerations 
from the Time Lords, and he accepts the end of 
his eleventh incarnation with equanimity, enjoying 
a final vision of Amy before being restored with a 
new face and a new beginning. 


Q Who аге the Doctor's Companions? 

In addition to Amy Pond, Rory Williams, River 
Song, and Kate Stewart (see p.@@), the Eleventh 
Doctor has many friends both aboard and off of 
the TARDIS. Clara Oswald, the Impossible Girl, is 
detailed in the Twelfth Doctor chapter (see p.@@), 
but the Eleventh Doctor also regularly encounters 
the Paternoster Gang, and Craig Owens. 


Q The Paternoster Gang 

Surely one of the more unusual sets of friends the 
Doctor has developed, the Paternoster Gang was 
formed when a Silurian named Vastra emerged 
from hibernation in 1880s London to take bloody 
vengeance on the humans who had disturbed her 
and accidentally killed her family. The Doctor stopped 
her, and persuaded her to abandon her vengeance. 
Vastra began solving mysteries and investigating 
strange events. She formed a special relationship 
with her maid Jenny Flint, who in time became both 
her investigative ally and her lover. 


In 1888 the Doctor called in Vastra’s debt, and she 
and Jenny went to Demon’s Run to fight for him. 
They survived, and met a Sontaran named Strax, 
a warrior who had been repaying his own debt to 
the Doctor by serving others in a very un-Sontaran 
way. He was badly injured but Vastra and Jenny 
managed to heal him, and he agreed to come back 
with them to London. The three of them continued 
to solve mysteries, working closely with Scotland 
Yard and gathering private clients. Vastra and 
Jenny married, and Strax served loyally as their 
eager butler, bodyguard and soldier. 


A few years later, in 1892, the Doctor came to London 
and retreated from society there, relying on the 
Paternoster Gang to ensure he stayed undisturbed. 
In time the Doctor emerged from his dark mood and 
left them behind, but in 1893 they met him again, 
inexplicably reunited with a young woman they 
had seen die at Christmas. This run of strangeness 
came to a head soon after, when Vastra heard about 
the Doctor's greatest secret from a condemned 
murderer. She contacted two of the Doctor's 
friends but the gang was already the target of one 
of the Doctor’s enemies, and they were dragged 
to Trenzalore to witness the ultimate confrontation 
between the Doctor and the Great Intelligence. 


Q Craig Owens 

Craig is an average guy who makes a very, very 
interesting friend іп the form of the Doctor. Craig's 
life turns upside down when the Doctor takes a room 
in his flat as his lodger. Next thing you know, he is 
risking his life to end the threat of a strange spaceship 
hiding above his flat, and acting all emotionally 
courageous with the woman he likes. The Doctor 
disappears and life goes all normal again, but it’s a 
new kind of normal, the sort of normal where you 
have a girlfriend and you travel to exciting places. 


In time, Craig and Sophie have a child. Then the 
Doctor shows up again. Craig (now with little Alfie in 
tow) dives in to help his friend, and ends up relying 
on his love for Alfie to end the Cyberman threat 
entirely. He is sort of a hero! But a very ordinary 
sort of hero, which is just the way he likes it. He 
touches the strange and miraculous twice through 
the intervention of the Doctor, but it doesn't really 
change him. That might be why the Doctor likes 
him so much. The Doctor telepathically shares 
knowledge with Craig. Some of this is still in there, 
so Craig stumbles across scraps of knowledge 
about aliens from time to time. 
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© Themes of the Eleventh Doctor's Era 
Even though the TARDIS can go anywhere, each 
Doctor has adventures with a shared rhythm and 
style. The Eleventh Doctor’s adventures are no 
different, with most containing the following features. 


Q Fairy Tales 

Many of the Eleventh Doctor's adventures feel а 
little bit like fairy tales: dark and mysterious, tinged 
with magic, with solutions coming from childish 
ingenuity and faith. The TARDIS is more than ever 
like a wizard’s box, producing endless miracles and 
providing a portal to adventure. The Doctor himself 
is an imaginary friend who comes through the 
portal and drags you off into a more exciting world. 
Adventures often happen in an Old London Town 
straight out of classic children’s books (even if it was 
on another planet the whole time). Amy Pond even 
brings the Universe back to life by believing in it 
hard enough. In your adventures, a gentle touch of 
fairy tale imagery will go a long way towards making 
the game feel part of the Eleventh Doctor's ега. 


Introduce characters with some fairy tale job 
descriptions — cobblers mending shoes, pig 
farmers farming pigs, toymakers making toys. 


A child's bedtime story might unlock the 
mysteries of a puzzling adventure. 


Use magic from a fairy tale as inspiration for a 
high-tech equivalent, like an industrial plant that 
uses matter dispersion and elemental trade-offs 
to spin straw into gold. 


Q Seeing Is Powerful 

Careful where you look! For several of the most 
memorable enemies of the Eleventh Doctor, 
where you put your eyes marks the difference 
between survival and destruction. The Weeping 
Angels can only be contained by an unblinking 
gaze; the Silents can only be remembered while 
they are seen; the Minotaur’s fears overwhelm 
their victims who lay eyes upon them; the Krafayis 
can't be seen directly at all. Use what you 


look at, what you see — and what sees you — 
to inspire new problems and creatures for 
your adventures. 


e An alien creature rewinds time by 30 seconds 
each time you see it. 


e An interstellar cat burglar has a device that 
freezes your perception in a snapshot — you can 
still see, but what you see is the world as it was 
when she used the device a few minutes ago, 
not what's actually in front of you now. 


• A time ripple is only visible in your peripheral 
vision, never straight on. 


Q Processes Cause Problems 

Frequently, the Eleventh Doctor finds himself 
facing problems that do not arise out of malice 
or greed or any other villainous motivation, but 
rather from systems that are trying to be helpful 
but end up having unexpected effects. The ‘Curse 
of the Black Spot’ was an overenthusiastic medical 
system. The Gangers were the side effects of 
a poorly understood duplication process. The 
people trapped in George's doll’s house were 
victims of an over-sensitive defence mechanism. 
Amy was trapped in the Two Streams facility 
by an overzealous quarantine system. In your 
adventures, look for ways to put the characters 
in jeopardy with automatic processes that don’t 
stop to ask questions. 


® The characters are targeted by an automated 
taxation system when they enter Usurian space, 
and it dispatches tax collector drones to enforce 
the law with extreme prejudice. 


® The characters stumble into a future mental 
health institution, and they can’t convince 
anyone they're not actually delusional. 


e An interstellar entertainment show tricks the 
characters into singing on camera, and they 
become viral video heroes — until automated 
intellectual property systems detect a violation 
and start trying to delete them. 


О Switching Time Zones 

Many of the Eleventh Doctor's adventures begin in 
one interesting time and place, but the characters 
only spend a short time there before zipping off to 
wherever the real action is going to be. The Doctor 
and Amy visit the Musée d'Orsay in the present 
before being led back to Vincent Van Gogh's past, 
and they are on Planet One when they find directions 
to Roman Britain and the Pandorica. There are 
numerous short encounters in other places before 
the Doctor's friends converge on Demon's Run, and 
the battle with the Angels of Winter Quay starts 
nearly a hundred years in the future. Try starting 
your adventures with a prelude sequence set in a 
very different locale to the main event. 


e Set a mystery in a museum display ог an old 
history book, and let the characters jump back 
to see it in the flesh. 


e Present the characters with a hostage situation 
to resolve, then reveal the hostage-taker is 
being manipulated by a dimension-hopping 
crime syndicate. Stopping them 15 the 
real adventure. 


e Ask the players to choose anywhere іп the 
Universe for their characters to spend some 
relaxation time, then have an injured Dalek time- 
warp into their holiday and beg them to 
accompany it back to prehistory to save 
the Universe. 


Q Meeting Yourself 

Amy meets herself when the TARDIS starts playing 
up. Clara does the same, for the same reason. Amy 
also meets herself, more traumatically this time, 
at the Two Streams facility on Apalapucia. The 
Doctor meets himself in the form of a Ganger, and 
on several other occasions when his timeline gets 
a bit mixed up — he even has an adventure with 
two former incarnations. Rory watches his older 
self die in Winter Quay. The Doctor and Clara both 
meet themselves as horrifically injured casualties 
in the centre of the TARDIS. Kazran Sardick meets 
himself too. Meeting yourself can have disastrous 
consequences, but it can also tangle up an 
adventure in some fascinating and exciting ways. 
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e The characters meet future versions of 
themselves at the start of an adventure, and get 
some advice about what they are up against. 


e The characters enter a sultry tango dance-off 
with the fate of the Universe on the line. On the 
far side of the dance floor, out steps the couple 
they have to beat: their future selves. 


• Acharacter discovers the confused robot helping 
them isn't actually a robot, it’s a temporary home 
for an injured person’s mind. Then they realise 
the injured person is them, after some awful 
future accident. 


G People As Puzzles 

The Doctor can’t resist a puzzle, especially if it is 
also a person, as happens with Amy (twice!) and 
Clara. The Doctor also presents a mystery with his 
impending death at Lake Silencio, as does Rory 
when he disappears into a time crack. Wrapping 
your characters in mysteries can add a whole new 
layer of interest to your adventures. 


• A character is killed then turns up alive and well 
in the next scene — but how? 


• A character starts making short TARDIS-like time 
hops all by herself — but why? 


e The group go to the very end of all time and 
space, and finds there a statue of one of the 
characters — who created it, and what does 
it commemorate? 


Q Events Out Of Order 

River Song and the Doctor live their lives out of 
sequence. This sort of thing sometimes happens 
in the Eleventh Doctor's adventures — middles 
come before beginnings and the ends happen in 
between. Amy and Rory watch the Eleventh Doctor 
die at Lake Silencio before an earlier version turns 
up to carry on adventuring with them. The Doctor 
escapes the Pandorica and then arranges things 
so he can escape the Pandorica. And so on! It can 
be very confusing while it happens but there’s a 
great sense of satisfaction when everything lines 
up at the end. 


e The characters bounce back and forth through 
the life of one family, watching them grow and 
change and learn — but out of order. 


• Ап enemy takes revenge on the Doctor before 
he’s even done whatever offensive thing he’s 
being blamed for. 


• The characters are locked up іп the most secure 
prison in the galaxy, and then escape it almost 
without trying — now they have to go back in 
time and arrange for the escape they just pulled off. 


Q Communication Across Time 

The Doctor and River both enjoy scrawling 
messages to each other on the fabric of history. 
River leaves a message on Planet One to bring the 
Doctor to the Pandorica. The Doctor commissions 
a message on an antique vase so River will know to 
send him a locking signal. The Ponds sometimes 
encounter the Doctor in their history books. 


You can use these historic missives in your own 
adventures as well, to get people information 
when they need it. 


® An archaeological dig at Goatswood Mound is 
opened amid much angst and fanfare. A ‘happy 
anniversary’ card is sitting on the tombstone. It 
plays a tune when opened, and the message 
reads ‘Reservations at Tavern on the Green for 
8pm yesterday. Dress to impress.’ 


e SETI detects a radio signal from a planet in the 
Kepler zone. It decodes into a reminder note: 
‘Don't forget to wind your watch.’ 


• The Doctor is imprisoned іп a cell. Over many 
months, his breath reacts with a chemical that 
had been imprinted on the metal walls when 
they were manufactured, revealing instructions 
for his escape. 


Q Companions At Home 

The Eleventh Doctor enjoys an unprecedented 
level of fine control over his TARDIS. This allows 
him to adopt a new way of engaging with his 
travel companions. Amy and Rory, and then 


Clara, maintain ordinary lives on Earth, only 
joining the Doctor in the TARDIS for occasional 
adventures. The clash of tones between home 
and TARDIS life could provide many interesting 
scenes in your adventures. 


e What happens when an important life event 
clashes with heading off in the TARDIS? 


e Maybe the TARDIS is completely changed the 
next time it turns up to collect its crew. When the 
characters open the door, they are shocked 
to see the Doctor has changed as well — what 
happened while they were away? 


Q Marriage Happens 

The Eleventh Doctor’s life is shaped by two strong 
and unconventional marriages: the one between Amy 
and Rory, and the one (or more) between the Doctor 
and River Song. There are a few other important 
marriages along the way, such as when the Doctor 
married Marilyn Monroe (A Christmas Carol) and 
when Amy married Henry VIII (The Power of Three). 


Elsewhere, Vastra and Jenny Flint get married, 
Craig Owens and Sophie don’t get married but 
do live together and have a baby, and Canton 
Delaware's troubles begin because he wants to 
marry the wrong person. In your games, remember 
to include marriage to make the world around your 
characters feel more complete. 


e The girlfriend or boyfriend of one of the 
characters proposes marriage. 


® The research station’s head of science and head 
of security happen to be a married couple. 


e A golden wedding anniversary becomes the 
anchor point for a disrupted time stream. 


Q Reality Is Fragile 

Over and over again, the Eleventh Doctor has to 
confront changes in reality itself. The destruction 
of the TARDIS leads to a reboot of the Universe. A 
breach of the fixed point in Lake Silencio collapses 
all of time in upon itself. The Great Intelligence 
moves to thwart the Doctor throughout his own 


past, and Clara has to intervene to save him and 
the vast swathes of the Universe that depend on 
him. Reality breaches are still not commonplace, 
but they are much more frequent than they'd ever 
been before, and they can have a place in your 
adventures too. 


e Start an adventure with a completely different 
set of companions in the TARDIS, and play them 
as they track down a time disturbance to discover 
their reality shouldn't even exist. 


® When a character violates the normal order 
of time, instead of resolving the paradox by 
minimising or hand waving it, spin it out into a 
colossal reinvention of reality itself. 


e Have a villain pin the characters in a time loop 
around the moment of a lethal attack. Every time 
the characters evade the lethal attack and 
survive, reality breaks further around them. To 

restore reality, do they have to let the attack run 

its course — even if they'll end up dead? 
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О The Eleventh Doctor's Adventures 


The damaged TARDIS brought the Doctor to the 
village of Leadworth, crash-landing in a garden. 
Whilst the TARDIS restructured, the Doctor met 
young Amelia Pond, who showed him a mysterious 
crack in her bedroom, which he recognised as a 
tear in space-time — a crack that would haunt 
the Eleventh Doctor to his final adventure. After 
taking the TARDIS for a test flight, he returned 
twelve years later to the adult Amelia, now Amy. 
An alien prisoner was on the loose, having hidden 
itself in a nearby hospital; the Atraxi arrived 
and threatened to destroy the Earth if it wasn’t 
handed over. The Doctor both uncovered the 
prisoner, and forced the Atraxi to withdraw once 
they realised his identity. 


Amy's first trip in the TARDIS was to Starship UK, 
a vast vessel carrying the population of Britain 
into space to escape solar flares. When it was 
revealed that the ship was built on the back of a 
massive space whale, the Doctor hoped to kill it 
painlessly, but Amy had a more humane solution. 
Later, when summoned to wartime London 
by Winston Churchill, the Doctor discovered 
the new secret weapon — the ‘lronsides’ — 
was really disguised Daleks. The Daleks were 
plotting to renew their race with the unwitting 


assistance of the Doctor, leading to the creation 
of the Dalek Paradigm, who destroyed the older, 
‘impure’ Daleks before escaping. 


Answering a plea from River Song, the Doctor 
and Amy found that she was hunting a Weeping 
Angel on a crashed spaceship, the Byzantium. 
The Angel had caused the crash on Alfava 
Metraxis, where an army of weakened Angels 
gained energy from a crack in the ship. After the 
Angels were pulled into the crack and erased 
from time, the Doctor took Amy home to prepare 
for her wedding to Rory. The Doctor treated Amy 
and Rory to a romantic break in 1580 Venice, but 
the city was caught in the grip of an outbreak 
of vampirism! The source was fish-like aliens, 
Saturnynians, who were converting young women 
into their own kind to ensure the continuation of 
the species. Amy was saved from conversion and 
Sister of the Water, Rosanna, was devoured by 
her own offspring. 


The TARDIS crew found themselves influenced by 
the Dream Lord, a manifestation of the Doctor's 
dark side. Stuck between fighting an alien invasion 
in Leadworth or trapped in the TARDIS being 
pulled into a star, the situation looked bleak 
until the Doctor directed the TARDIS to self- 
destruct, and revealed that their experiences were 


due to the influence of psychic pollen. They 
materialised in south Wales, in 2020, where the 
Doctor tried to broker peace between humanity 
and an awakened Silurian colony. Despite the 
hostile Silurian Warrior Caste leader, the reptiles 
returned to hibernation in the hope that peace 
would be possible in the future. The Doctor, 
investigating a crack in the caverns, managed to 
extract a piece of shrapnel from the explosion in 
time that caused the crack — a fragment of the 
destroyed TARDIS. Rory, killed by a Silurian, was 
absorbed by the crack and erased, meaning that 
Amy lost all memory of him. 


When the Doctor saw an alien figure in a Van Gogh 
painting, he and Amy travelled back to 1890 where 
they met the artist, depressed and haunted by a 
creature which only he could see. The alien was 
eventually defeated, and the Doctor showed Van 
Gogh his true legacy by bringing him forward 
in time to an exhibition of his paintings in Paris. 
Despite this, as Amy was distraught to discover, he 
committed suicide just a few weeks after they met 
him, though the Doctor assured her that they had 
a good influence on his life. 


In Colchester, the TARDIS was blown back into the 
Time Vortex, with Amy still aboard, due to localised 
disturbances. Investigating, the Doctor tooka rented 
room in the home of Craig Owens, which also had 
an upper flat which shouldn't have existed. Having 
to adapt to human life until he could get the TARDIS 
back, the Doctor became involved with Craig's love 
life until he found an alien temporal spaceship in the 
upper flat, the cause of the disturbances. 


In Roman Britain, River Song summoned the 
Doctor to show him a Van Gogh painting 
showing an exploding TARDIS. Realising that 
the Pandorica, a prison for the Universe’s most 
deadly being, was under Stonehenge, the 
Doctor directed River to pilot the TARDIS there, 
but instead she became trapped in the ship as 
it came close to the explosion which caused the 
cracks, and ultimately would cause the end of the 
Universe itself. Rory, inexplicably, led a squad of 
legionaries — all of whom were revealed to be 
Autons — as an alliance of the Doctor’s enemies 
appeared above Stonehenge. 


The alliance believed that removing the Doctor 
from reality would save the Universe. The Doctor 
was imprisoned in the Pandorica, whilst Amy was 
shot by Auton Rory. 


When an older Doctor appeared and gave Rory 
his sonic screwdriver, Rory freed the Doctor from 
the Pandorica and Amy was placed in the box 
to heal, with Rory watching over her for 2000 
years. All that remained of the Universe was 
Earth and its Moon, sustained by the exploding 
TARDIS. With Amy revived in 1996, the Doctor 
arranged the recreation of the Universe, flying 
the Pandorica, which contained all remaining 
traces of the previous Universe, into the TARDIS 
explosion for a second Big Bang. This new 
Universe didn’t include the Doctor until Amy, 
remembering him on her wedding day, brought 
him back into existence. 


When Amy and Rory’s honeymoon on a space 
cruise ship ran into difficulties, the Doctor saved 
them by visiting a bitter old Kazran Sardick at 
various points in his life on a human colony, 
eventually making him a better man who could 
help prevent the ship crashing. Later, Amy and 
Rory, with River Song, were summoned to a 
location in Utah, where they saw a future version 
of the Doctor shot dead by an astronaut. When 
the younger Doctor arrived, they travelled to 
1969, where they investigated the Silence, an alien 
race who had infiltrated Earth using their ability to 
cause people to lose all memory of seeing them 
when they are not present. Adding to the mystery 
was a little girl, also wearing a spacesuit, who was 
last seen regenerating... 


After an adventure on a 17th century pirate ship, 
beset by a siren-like creature that was in fact a 
medical system on an orbiting alien spacecraft, 
the TARDIS was drawn to a sentient asteroid, 
House, which had lured hundreds of Time Lords 
to their deaths. House possessed the TARDIS 
and dematerialised with Amy and Rory on board, 
trapping the Doctor. The personality matrix of the 
TARDIS was embodied in a woman called Idris, who 
together with the Doctor constructed a makeshift 
TARDIS console to escape and regain control of 
the Doctor's ship. 
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On 22nd century Earth, a substance called the 
Flesh had been created; from it, humans were able 
to manufacture replicas of themselves, known as 
Gangers, in order to carry out dangerous tasks. 
The Doctor found that some Gangers had gained 
sentience, and helped stabilise their forms, before 
he discovered that Amy had herself been replaced 
by a Ganger some time ago. He promised that 
he would find and rescue the real Amy, whilst 
elsewhere, the pregnant Amy woke up in a tube, 
and began to go into labour. 


Tracking Amy to Demon's Run, the Doctor 
assembled his allies, including the Sontaran 
Strax and Silurian Vastra. Amy had been 
kidnapped by Madame Kovarian. She had plans 
for Amy's child, who possessed special powers 
due to being conceived in the Time Vortex. 
After a fierce battle, Amy and her baby were 
rescued, but Kovarian revealed that the baby 


was a Ganger, dissolving it т Amy's arms before 
escaping with the real baby. River Song arrived, 
and was berated by the Doctor for not helping, 
before revealing that she was Melody, Amy and 
Rory’s daughter, grown to adulthood. 


Some time later, Amy and Rory’s friend Mels 
hijacked the TARDIS, travelling to 1938 Berlin with 
the intention of assassinating Hitler. There, the 
travellers found that Hitler was being tortured for 
his crimes by the Teselecta, a shapeshifting robot 
from the future with a human crew. Inadvertently 
shot by Hitler, Mels regenerated into River Song, 
whom, the Tesselecta warned, was conditioned 
to kill the Doctor. She almost achieved this, using 
poisonous lipstick, but after Amy successfully 
appealed to her, she gave up her remaining 
regenerations to save the Doctor. 


After helping an empathic alien child overcome 
his fears and be accepted by his adoptive human 
parents, the Doctor took Amy and Rory on holiday, 
though unfortunately their destination was beset 
by plague. Amy was trapped in an accelerated 
timestream, creating two versions of her: her 
younger, contemporary version, and an older Amy, 
bitter at having to wait 36 years to be rescued. As it 
was impossible for both Amys to exist in the same 
timestream, Rory had to make the most difficult 
choice of his life. 


After an alien Minotaur in a strange hotel forced 
prisoners to face their deepest fears, the Doctor 
dropped Amy and Rory back home, concerned 
that if they continued to travel with him they would 
end up being killed. Two hundred years older, 
one day before meeting his death at the gun of 
the astronaut, the Doctor visited old friends as 
he prepared for his end. Dropping in on Craig, 
now a married father, he helped prevent some 
Cybermen, operating from their buried spacecraft, 
from turning his friend into a new Cyberleader. 
Elsewhere, Kovarian and the Silence forced River 
Song into the Astronaut’s suit and submerged her 
in the Utah lake to await the arrival of the Doctor. 


Encountering the Teselecta, the Doctor was assured 
of help by its crew. He also found that his old friend 
Brigadier Lethbridge-Stewart had passed away, 


causing him to accept his own impending death. 
However, in Utah, River refused to carry out the 
execution, which caused time itself to go awry. 
With many timelines in collision, Amy took the 
Doctor to Area 51, where the Silence, Kovarian, and 
River were all being held. Despite having married 
him, River refused to touch the Doctor — which 
would restore the timeline but lead to his death — 
until she realised that the ‘Doctor’ at the lake was 
really the Tessalecta in disguise. Kissing him, she 
restored time to the right track. 


A starliner had crashed into the Dalek Asylum 
planet, and the rupture of the force field meant that 
many insane Daleks could escape. The Doctor had 
to take down the field so that the planet could be 
destroyed, though he suspected the Daleks would 
not let him escape. Assisted by Oswin, a survivor 
of the crash, the Doctor discovered she had been 


converted into a Dalek. Oswin deactivated the 
field, as the Doctor managed to teleport himself 
and his companions back to the TARDIS. 


After a struggle to prevent a ship full of dinosaurs 
from crashing into Earth, Rory’s father Brian started 
helping the Doctor — especially when mysterious 
cubes appeared all over the world. They were the 
work of the Shakri, self-appointed ‘pest controllers’ 
who aimed to send more cubes to wipe out 
humanity. Rory, meanwhile, was sent back in time 
to 1938 by a Weeping Angel cherub, where he met 
River Song. Rory encountered an older version of 
himself, a victim of the Angels, who died without 
seeing Amy for many years. To escape this fate, 
Rory and Amy jumped from the roof of a building, 
creating a paradox which sent them to a graveyard 
in 2012. There, Rory saw his name on a gravestone 
before being sent back in time by another Angel. 
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Unwilling to carry on without her husband, Amy 
let the Angel touch her and vanished, her name 
also appearing on the gravestone. Saddened, the 
Doctor fulfilled Amy's final request by going back 
to 1996 to tell young Amelia about some of the 
adventures in store for her. 


Having retired from adventuring, the Doctor was 
living in 1892 when sentient snowmen, the work 
of the Great Intelligence, cost the life of Clara 
Oswald. Realising that Clara and Oswin were the 
same person, the Doctor decided to investigate 
the ‘impossible girl’. 


In 2013, the Doctor made contact with another 
Clara, and found that the Intelligence was still 
active and draining the minds of humans from 
the London Shard. The Doctor finally took Clara 
aboard the TARDIS to the Rings of Akhaten, to 
a Soviet submarine in 1984 which also contained 
a captive Ice Warrior, and to a haunted house 
in 1974. Teaming up with the Paternoster Gang 
in 1893, the Doctor and Clara investigated the 
‘Crimson Horror’, a strange fatal disease which 
turned its victims bright red. The source turned 
out to be a prehistoric leech, in symbiosis with 
scientist Mrs Gillyflower. 


After a deadly game of chess with the 
Cyberplanner (aka ‘Mr Clever’), the Doctor went 


to Trenzalore, despite being warned not to, to 


rescue the captured Vastra and Strax. There, 
inside the Doctor's tomb — the TARDIS bloated 
to enormous size — was the Doctor's timestream. 
The Great Intelligence entered it, manipulating 
past events and erasing all the good the Doctor 
had ever done. Clara jumped into the timestream, 
creating splinters of herself through the Doctor's 
adventures to undo the interference. 


The War Doctor prepared to end the Time War 
by using an ancient weapon called the Moment 
to destroy Time Lords and Daleks alike. The 
Moment was sentient, and assumed the form of 
Rose Tyler, opening a time fissure linking the War 
Doctor with his tenth and eleventh incarnations. 
Together, the Doctors worked to prevent the 
destruction of Gallifrey, and with the help of the 
Doctor's other past incarnations (and one future 


Doctor) they instead sent Gallifrey into a pocket 
universe, with the Daleks destroying each other 
as the planet vanished. The Doctors also had to 
stop war between humans and Zygons, who had 
been hiding in paintings since the 16th century, 
and negotiated a peace treaty. 


A message from Trenzalore caused thousands 
of alien craft to blockade the planet, whilst the 
Church of the Papal Mainframe placed a forcefield 
around the planet and invited the Doctor and 
Clara to investigate. The message was for the 
Doctor, from the Time Lords via a space-time 


crack, asking if it was safe to leave the pocket 
universe. The Doctor elected to stay to protect 
the planet — the aliens would not act; if there was 
any risk, he would free the Time Lords. Centuries 
passed. The Doctor was now an old man without 
regenerations, and only Daleks held siege. Clara 
pleaded through the crack with the Time Lords 
to help. They sent a wave of regeneration energy 
that destroyed the Daleks and granted the Doctor 
a new regeneration cycle. On board the TARDIS, 
he temporarily became his younger self again and 
saw a vision of Amy, before swiftly regenerating 
before a stunned Clara. 
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Q Ату Pond and Rory Williams 

‘Don’t you dare talk to me about waiting outside 
a box, because that is nothing, Rory... nothing... 
compared to giving you up.” 


Amy Pond meets the Doctor as a young girl, 
and he lets her down, badly. She spends her life 
thinking about her Raggedy Doctor, unsure if 
he is real, until one day he returns and reveals 
that not only is he real but her ordinary world 
isn't. There are aliens all around her, and her 
little village is where the world was saved. Then 
the Doctor disappears again. When he returns, 
years have passed and Amy is about to marry 
her childhood friend, Rory Williams. Amy goes 
adventuring with the Doctor at last, and soon 
Rory joins her; after their wedding they continue 
to have adventures as a married couple. 


AMY POND 


CONCEPT: 
Brave Model/Travelwriter 


FOCUS: 
Fun 


Awareness 4, Coordination 3, 
Ingenuity 3, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 2, Conflict 2, Convince 4, 
Craft 2, Intuition 3, Knowledge 2, 
Medicine 2, Science 2, Subterfuge 3, 


Survival 2, Technology 3, Transport 3 


DISTINCTIONS: 
None 


EQUIPMENT: 
Superphone (calls across time and space) 


TECH LEVEL: 5 


STORY POINTS: 12 


However, the adventures come at a cost. Amy and 
Rory have a daughter, but she is stolen from them 
as a baby, unwittingly growing up to become their 
childhood friend Mels, who then in turn becomes 
River Song. Losing their daughter is deeply traumatic, 
but discovering they in fact have known her her whole 
life eases this trauma, and in time they embrace the 
strangeness of their relationship with River. 


They continue to travel with the Doctor, but after an 
unsettling experience in the Minotaur’s labyrinth, 
things change. The Doctor decides to disengage from 
them both, to protect them from the dangers arising 
from being his companions. The Doctor gifts them 
a home and reduces the frequency of his visits, and 
the married pair begin to build lives for themselves. It 
takes them a while to find the right balance between 
adventures with the Doctor and their own lives, but 
shortly after they do, they fall victim to a Weeping 
Angel, their adventures through time at an end. 


RORY WILLIAMS 


CONCEPT: 
Devoted Nurse 


FOCUS: 
Oath 


Awareness 4, Coordination 3, 
Ingenuity 4, Presence 3, 
Resolve 4, Strength 3 


SKILLS: 

Athletics 3, Conflict 3, Convince 3, 
Craft 2, Intuition 2, Knowledge 3, 
Medicine 4, Science 3, Subterfuge 3, 
Survival 2, Technology 2, Transport 3 


DISTINCTIONS: 
None 


EQUIPMENT: 
Superphone (calls across time and space) 


TECH LEVEL: 5 


STORY POINTS: 12 


Q River Song 
‘Trouble is, it’s all back to front. My past is his 
future. We're travelling in opposite directions.’ 


River's timeline is, to say the least, tangled. 
If that’s not complicated enough, her life is 
thoroughly intertwined with that of the Doctor, 
whose life is anything but straightforward. 
And the chronology of their relationship is 
out of order. It’s a great big mess and, as the 
icing on the cake, at several key points in her 
life she is affected by the memory-wiping 
powers of the Silence. Still, the overview is 
clear. River Song is conceived in the TARDIS, 
a child of time with the ability to regenerate. 


She is born while her mother, Amy Pond, is held 
captive on Demon's Run. She is raised in secret 
by the Silence to kill the Doctor. Along the way, 
she meets her mother and father when they are 
young and grows up with them. 


RIVER SONG 


CONCEPT: 
Scion of Gallifrey 


FOCUS: Knowledge 


Awareness 4, Coordination 4, 
Ingenuity 5, Presence 4, 
Resolve 5, Strength 3 


SKILLS: 

Athletics 2, Conflict 3, Convince 2, 
Craft 1, Intuition 3, Knowledge 4, 
Medicine 2, Science 4, Subterfuge 4, 
Survival 3, Technology 5, Transport 2 


DISTINCTIONS: 

Scion of Gallifrey — conceived in the 
TARDIS, feels the turn of the Universe, 
understands temporal travel, though River 
has run out of regenerations. 


EQUIPMENT: Diary 
TECH LEVEL: 8 


STORY POINTS: 10 


Q Kate Stewart 
‘Let them go, and you can have me. l'm of greater 
strategic value.’ 


Kate’s father was Brigadier Alistair Gordon 
Lethbridge-Stewart. As an adult she decides to 
follow in his footsteps by joining UNIT. Though 
her father was in the military, she never forgot his 
advice that ‘science leads’, something her father 
learned from the Doctor. As she climbed the 
hierarchy she was able to turn UNIT into a more 
science-led organisation; and a key part of that was 
to re-establish contact with UNIT’s most unusual 
scientific advisor. 


Kate is Head of Scientific Research at UNIT. She 
deals with the most complicated and dangerous 
problems that arise in Britain and the world. 
She has access to incredible technologies and 
resources, but perhaps the most useful resource of 
all is the Doctor. 


KATE STEWART 


CONCEPT: 
Confident UNIT Leader 


FOCUS: 
Defence 


Awareness 2, Coordination 2, 
Ingenuity 4, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 1, Conflict 3, Convince 3, 
Intuition 3, Knowledge 3, Medicine 2, 
Science 4, Subterfuge 2, Survival 2, 


Technology 4, Transport 1 


DISTINCTIONS: 
None 


EQUIPMENT: 
Mobile phone 


TECH LEVEL: 5 


STORY POINTS: 12 
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THE ELEVENTH DOCTOR 


CONCEPT: 
Madman With A Box 


FOCUS: Explore 


Awareness 4, Coordination 5, Ingenuity 9, 
Presence 4, Resolve 5, Strength 3 


SKILLS: 

Athletics 4, Conflict 2, Convince 4, 
Craft 2, Intuition 4, Knowledge 6, 
Medicine 3, Science 5, Subterfuge 3, 
Survival 3, Technology 5, Transport 4 


DISTINCTIONS: Time Lord — has an innate 
connection to time and can feel when it is 
wrong, telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


GADGETS: 

Sonic Screwdriver — 
Distinctions: Scan (tricky controls), 
Transmit (limited range), 
Unlock/Seal (cannot open deadlock seals) 
Story Points: 3 


Psychic Paper — Distinction: Psychic 
(doesn’t work оп psychically trained), 
Story Points: 1 


TECH LEVEL: 10 


STORY POINTS: 4 


Q The Eleventh Doctor 

‘I'm the Doctor. Гт a Time Lord from the planet 
Gallifrey. | stole a time machine and ran away, and 
I've been flouting the principle law of my own 
people ever since... That wasn’t quite what | meant 
to say..." 


The Doctor in his eleventh incarnation is a 
paradoxical figure. His body is very young, yet 
he is very, very old, and both aspects collide in 
everything he says and does. He is a very physical 
Doctor, constantly in motion, expressing thoughts 
with his arms and legs as if engaged in a constant 
dance with the Universe, and yet he is capable of 
moments of great stillness and calm. He is deeply 
empathetic, with an instinctive sense of how to 
relate to children in particular, but he is capable of 
hugely inconsiderate acts and a general disinterest 
in social convention. He swings back and forth 
between extremes in moments, and seems 
eternally surprised by himself. 


He is also the first incarnation of the Doctor to 
fully embrace the swathe he has cut through the 
Universe. A long, long lifetime of standing against 
injustice and fighting back the dark has given him a 
powerful, ominous reputation, and from almost his 
first moments he was willing to use that reputation 
as a weapon as he never had before, standing up 
and declaring himself to turn back in fear any who 
dared to cross him. 


О Search for the Stars 
‘Green Valley’, Vastitas Borealis, Mars — 
Thursday, October 28th, 2038 


Q Intro 

It is 2038 and the Indian Space Agency has been 
fervently working on their pride and joy, Ashoka, 
a spacecraft designed and built by people at the 
cutting edge of rocket science and space travel. 
Their goal is to leave a diamond on the surface of 
Mars in place of a flag. A little piece of India, out 
among the stars. 


Unbeknownst to Mission Control and the crew 
manning the Ashoka, they have landed directly 
above the site of an Ice Warrior Hive. And the 
ground is not as stable as they thought. 


С Act One 

The characters step out of the TARDIS to find 
they are in a dimly lit room, filled with steel crates 
stacked high. The weak pull of gravity means 
they are not on Earth. The characters have found 
themselves in the payload bay of a spaceship. 
Before they can turn back, the TARDIS’s Hostile 


Action Displacement System activates, causing 
the doors to slam shut behind them. The TARDIS 
dematerialises, leaving them behind. 


As the characters try to take stock of their situation, 
there is the sound of cracking rock and crumbling 
earth. The room quakes, the lights switch to 
emergency red, and then everything tilts at an 
extreme angle, causing the characters to tumble 
through a set of doors and into the flight deck 
of the ship. Staring at them are three individuals: 
the Ashoka’s commander, Tanvir Pannu, a broad- 
shouldered Indian man; the command module 
pilot, Mehdi Shah, a non-binary Indian; and the 
ship's Martian module pilot, Dristi Nayar, a taller 
Indian woman. They are wearing sleek midnight 
blue boiler suits with wrist communicators and 
holstered weapons. Upon seeing the characters, 
Mehdi pulls out his weapon and points it at them 
in a panic. 


‘What the hell?’ Mehdi exclaims, the aim of 
their weapon frantically switching between 
the characters. Dristi’s gaze snaps back to the 
viewport ahead. 
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The ship is teetering, looking almost directly down 
into a dark abyss. Each rumble is the spaceship 
sliding further down the outcropping as more 
ground crumbles beneath them. 


‘Tanvir! Mehdi! Put away those stun phasers! Our 
surprise guests are the least of our problems right 
now!’ Dristi yells, flipping switches. As the ship's 
engines roar to life there is a loud crack, a moment 
of weightlessness, and the Ashoka falls into the 
darkness (Coordination + Athletics (Difficulty 
15) test or take 1/2/3 Damage). 


Q Act Two 

Tanvir, Mehdi, Dristi, and the characters find 
themselves at the bottom of a deep cavern in an 
irreparable Ashoka. Despite the tears in the hull 
of the ship, everyone is still able to breathe, much 
to the confusion of the crew. The characters have 
a chance to make proper introductions as they 
try to figure out their plan of action. The crew 
answer any questions they can, like their current 
location and purpose for being here. If the Doctor 
introduces himself as the Doctor, he is met with 
unsurprised nods from the group. Mehdi lets him 
know that almost every space program on Earth 
takes an inevitable unannounced visit from the 
Doctor into account. 


"You're somewhat famous,’ Mehdi says. 
‘Or infamous, depending on who you ask,’ Dristi adds. 


It is now that commander Tanvir tentatively steps 
out of the ship, walking a few metres away before 
turning to face the rest of the group. 


‘Looks like the breathable air extends further 
than the ship. ГИ get a lay of the land,’ Tanvir 
says as he mounts a flashlight to his shoulder 
and begins transmitting his live body camera 
footage to Mehdi and Dristi’s communicators, 
‘Am | coming in clear?’ 


Dristi nods, ‘All clear!’ 


‘Be careful, Tanvir,’ Mehdi says, a concerned look 
on their face. 


Tanvir cannot be dissuaded from scouting the 
area but the characters can accompany him, go 
off to investigate on their own, or stay with Mehdi 
and Dristi. The cavern is enormous, footsteps 
echoing despite the red sands beneath their boots 
dampening the sound. Tanvir looks up at the hole 
their ship fell through over 200 metres above and 
shakes his head before continuing his exploration. 


‘It just keeps going. Are we in some kind of tunnel 
system?’ Dristi wonders aloud. 


If the characters choose to follow Tanvir or go off 
to investigate on their own, they see that the walls 
of the cavern are a dull orange, smooth to the 
touch, like polished marble, but translucent. With 
a successful Awareness + Intuition (Difficulty 12) 
test, they see many tall humanoid silhouettes within. 


They also will find a control console. It is made 
up of three white, waist-high hexagonal pillars. 
The central one is the thickest, about half a metre 
across, with a hologram projector embedded 
in its cross-section. The other two are slightly 
shorter with switches, buttons, and dials on their 
faces labelled in an alien language. An Ingenuity 
+ Knowledge (Difficulty 15) test can allow the 
characters to identify the language as native 
Martian, the language of the Ice Warriors. 


Meanwhile, Tanvir, still scouting ahead and conversing 
with Mehdi and Dristi to fend off nerves, takes a step 
and there is an audible click of some kind of pressure 
plate underneath his feet. The cavern lights up, 
revealing what the darkness is hiding. 


There are hundreds of silhouettes inside the walls. 
Four silhouettes ahead of Tanvir step forward, 
the figures phasing through the stone. Four Ice 
Warriors face him. They are 7-foot tall aliens with 
pale green scaly skin, jagged teeth, and large red 
eyes in deep green bioarmour. 


‘Run!’ Dristi shouts. Tanvir sprints for the spaceship 
wreck. Attempting to buy Tanvir more time, Mehdifires 
their stun phaser from behind cover. A bolt slams into 
thechestofanlceWarrior, causingthem toseize upfora 
few seconds. Sonic gunfire is immediately returned by 
the Martians as Tanvir dives behind some wreckage. 


Q Act Three 

‘Invaders dare to wake us from our slumber?’ asks 
the tallest of the Ice Warriors. She gestures for the 
other three to surround the Ashoka. 


‘There's been a misunderstanding! I’m Commander 
Pannu of the Ashoka. My crew and | are from Planet 
Earth,’ Tanvir calls out. 


Тат Commander Sraellegqs. As a commander, | am 
sure you understand that invading and firing at us 
is a declaration of war between Mars and Earth. A 
declaration we gladly accept,’ Sraelleqs says as she 
fires in the direction of Tanvir, the blast striking the 
debris he hides behind. 


It is up to the characters to decide how to proceed. 
Dristi wants to peacefully negotiate with the Ice 
Warriors while Mehdi is certain that there is no 
reasoning with them. With an Ingenuity + Intuition 
or Technology (Difficulty 12) test, the characters 
can deduce that the army of Ice Warriors in the 
walls will wake up within an hour. 


The Ice Warriors prove to be formidable soldiers if 
the characters choose combat. The characters will 
need to halt the hive’s waking protocol. This can 
be done by tinkering with the pressure plate Tanvir 
activated or the control console. 


Successfully convincing Sraelleqs leads to her 
standing down. Asa show of good faith, Tanvir gives 
the Martian commander the diamond. Coming to 
the realisation that they have slept longer than 
anticipated and the planet has been reduced to 
ionised dust, Sraelleqs chooses to dedicate her 
time to bringing Mars back to its former glory. 


Once the Ice Warriors are no longer a threat, the 
TARDIS rematerialises beside the spaceship wreck, 
no longer sensing danger or hostility. 


‘Could you give us a ride home?’ Dristi asks with an 
awkward smile. 


CHAPTER FIVE 


THE TWELFTH 
DOCTOR 


O Introduction 


‘| strongly advise you to keep out of my way. 
You'll find it’s a very small Universe when I’m angry 
with you.’ 


Just when he thought his lives were finally over, 
the Doctor was granted a whole new series of 
regenerations. So, in classic style, he began them 
as an irascible and grumpy grandfather figure. But 
this Twelfth incarnation was not just an old man at 
the end of a long life. He was still an explorer and 
an adventurer, albeit one that better understood 
the consequences of his actions. With a new lease 
of life came a new wonder for the Universe, but 
this Doctor was not just a tourist looking for new 
experiences. Instead he sought answers to the 
mysteries of the galaxies, the enigmas he never 
thought he would have time to solve. 


Given a second chance at life, the Twelfth Doctor 
was not one to waste his time. He had a job to do 
— the Universe wasn’t going to save itself! Having 
lived so long he had an extensive list of regrets 
and wrongs that he needed to put right, though 
this didn’t leave а lot of time for social niceties. The 
Twelfth Doctor was finished with all the silly chatter 
and banter. He had a duty of care, and that left 
no time to soothe anyone's feelings when he was 
saving the Universe. 


Listen. When we're 
done here, by all 
means, you go 
and find yourself a 
shoulder to cry on. 
You'll probably 
need that. Until 
then, what you 
need is me! 
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О The Twelfth Doctor's Ега 


G Who is the Twelfth Doctor? 
Once, the Doctor was a madman in a blue box — 


a hero, a legend, and a traveller in love with the 
Universe — but no more. The Twelfth Doctor has 
seen too much. This incarnation is a chance to 
make amends. It’s time to stop playing around and 
get on with the serious job of saving the Universe, 
because the only thing that is certain is that it isn’t 
going to save itself. 


However, this is a Doctor not entirely in control of 
his feelings. Both his anger and benevolence are 
so extreme they might be dangerous. With all his 
skill and experience, what he might be capable 
of in a fit of emotion frightens him. He remains a 
tightly controlled volcano of raw feelings, releasing 
the pressure now and again in safe doses. His fear 
of losing control and hurting someone leads him to 
often question whether he is truly a good man, in 
case he loses his way. 
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The Doctor is still a hero, perhaps even more so 
than before. One of the reasons for his anger 
is that he has seen too much death, pain, and 
destruction. The gloves have come off. He won't 
stand it anymore. He will fight, whatever cost to 
himself, because he is the final line in the sand that 
will never be crossed. No more clever tricks, no 
more quips (okay, maybe one or two but definitely 
no banter), no more trying to look clever; just two 
thousand years of dedication and resolve ready to 
face the worst the Universe can throw at him and 
ask for more. 


For all his seriousness, the Doctor is still an 
explorer at heart. He longs to see the Universe 
and show it to his companions. Unfortunately, 
after two thousand years of travelling he’s 
seen almost everything. He has already seen 
every galaxy; now he wants to understand how 
they all fit together. He wants to peer into the 
small corners, and force reality to reveal its 
ancient secrets. 
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Left alone in the TARDIS too long, he starts to 
wonder about questions he has never found an 
answer for. But he isn’t good at investigating alone. 
He still wants to show someone how amazing the 
Universe is. This leads him to visit his companions 
(often at highly inconvenient times) and taking 
them off on a voyage at a run, sometimes into the 
truth of reality itself. 


Q Who аге the Doctor's Companions? 
Clara becomes more of a partner than a 
companion to the Twelfth Doctor. She is his 
moral barometer, keeping an eye on him to tell 
him when he is going too far. Clara is disoriented 
by the Doctor's regeneration, but once used to 
the change she idolises him. She doesn’t just 
want to travel with him, she wants to be him 
— saving the Universe and being incredibly 
clever. While her quick wits and talent for deceit, 
especially with her relationship with Danny Pink, 
often manages a passable counterfeit, her lack 
of experience usually gets her in trouble. Even 
so, her understanding of the Doctor makes her a 
valued confidant and companion. 


Despite the Doctor's intrusions and several false 
starts, Danny and Clara’s relationship deepens to 
love. Clara is left heartbroken after Danny is killed 
in a road accident, but his story isn’t over. Missy’s 
plan resurrects him as a Cyberman, giving him a 
chance to say goodbye to Clara and prove to the 
Doctor that a soldier — something the Doctor 
normally despises — can fight for peace. 


After losing Clara, despite all of his efforts, the 
Doctor is joined by Bill Potts, a young woman who 
keeps sneaking into the Doctor's classes at St 
Luke’s University. He helps Bill reconnect with her 
mother by going back in time to photograph her, 
showing that despite his gruff exterior he can still 
be thoughtful and caring. Bill proves resourceful, 
her unique perspectives making her an ideal 
time travelling companion. Having said that, she 
almost destroys the world, submitting Earth to 
the Monks to save the Doctor. Fortunately, the 
Doctor knows he could fix anything with Bill 
on his side. 


Bill almost meets her end on a spaceship stuck near 
a black hole, where a skittish crew member shoots 
her through the heart. Strange surgeons take her to 
the other end of the ship to be healed, but due to 
the relativistic effects of the black hole, time moves 
quicker there. She spends a decade with Razor (the 
Master in disguise) as she is initially turned into a 
cyborg and then into the first of the Proto-Cybermen. 


Bill fights her programming, standing with the 
Doctor to defend the ship's inhabitants. They 
both fall in battle, but are saved by Heather, the 
mysterious girl Bill fell for who had disappeared. 
Heather has complete control of her powers as a 
sentient liquid spaceship, and offers Bill a chance 
to travel with her in the same transcendent form. 
Bill accepts, and the couple goes on to explore 
time and space together. 


Nardole has a colourful and enigmatic history, 
thoughhowmuchistrue or Nardole’s embellishment 
is debatable. He claims to have been a black 
marketeer, a con artist, a Brown Tabard in Tarovian 
martial arts, and that he had won his left hand ina 
gambling game and previously had blue skin. 


Behind Nardole’s matronly image lay vast reserves of 
skilland resolve. Nardole never wavers in his dedication 
to the job or to the Doctor. His unchallenging 
appearance hides an array of technological gadgets 
and skills he has mastered, granting him incredible 
control over computers and machinery. 


In lieu of Clara, Nardole takes on the vacant position 
of the Doctor's conscience, despite his reluctance 
to accompany him and Bill. In their final escapade, 
Nardole helps protect the residents from the 
advancing Cybermen, and is tasked with guarding 
them when he and the Doctor parted ways. 


Well, first, you have 


to imagine a very big 


box fitting inside a 
very small box. 
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О Themes of the Twelfth Doctor's Era 


‘The game is afoot! We're going to need a lot of tea!’ 


Like his previous incarnations, the Twelfth Doctor 
takes life at a run, though in his case never in 
a straight line. There are adventures to be had, 
mysteries to be solved, and something really, 
really interesting just over there. The Twelfth 
Doctor wants to show you all of them, at the 
same time, right now. He won't even wait for you 
to finish a cup of tea first. 


Adventures with the Twelfth Doctor come out of 
the blue. He tends to get a bee т his bonnet about 
something, or he sees something interesting 
and chases after it. If you are too busy you will 
miss it, because he is going right now. Later on 
might be more convenient, but it might not be 
there by then. The Universe is fleeting, and every 
moment is unique. Ignore the trivialities of work, 
exhaustion, and social obligations and take his 
hand — he may not offer it again. 


Мапу of the Twelfth Doctor's adventures 
appear random. In most cases, he just turns 
up somewhere interesting and gets involved. 
However, while this is true, he is also looking for 


trouble. He may want to show you an amazing 
new nebula, but he might also need to stop 
someone from mining it for hydrogen. The 
Twelfth Doctor knows there’s a lot to see in all 
of time and space, and a lot of problems to fix. 


С What's Old is New Again 

‘They always get started. They happen 
everywhere there's people. Mondas, Telos, 
Earth, Planet 14, Marinus.’ 


The Doctor meets many old adversaries in his twelfth 
incarnation. He faces Cybermen, Daleks, Ice Warriors, 
the Master, and Zygons. These threats are all familiar 
to the Doctor's first handful of incarnations. 


One of the interesting things about the Twelfth 
Doctor's interactions with old adversaries is the 
new spin on them. The Doctor meets a Dalek 
that hates other Daleks. He discovers that there 
is more than one Cybermen race and that all of 
them follow a parallel evolution. He meets an Ice 
Warrior Empress for the first time. He helps the 
Zygons integrate into Earth society rather than 
conquer it. He not only meets the Master in her 
female incarnation, Missy, but manages to turn her 
— however briefly — to the side of good. 


О Hard Decisions 
‘Sometimes the only choices you have are bad 
ones, but you still have to choose.’ 


Twelfth Doctor adventures are often about making 
tough choices. Not everyone is going to survive, and 
sometimes sacrifices must be made to get anyone 
out alive. Sometimes these choices will be logistical, 
such as how much air is available to keep everyone 
breathing. At other times it might be that losing 
someone offers vital clues that might save everyone 
else (as with Mummy on the Orient Express). 


That doesn’t mean the player characters should be 
flippant about such choices or simply accept them. 


The Twelfth Doctor is a pragmatist. He does all 
he can to save everyone, but if there is absolutely 
nothing he can do for someone he'll see what he 
can learn from the situation. This doesn't mean he 
is unmoved by their loss — to the contrary, the 
immense pain their death causes him is a huge 
push to ensure it was not in vain. 


When presenting player characters with choices like 
this it is important for the Gamemaster to offer them 
hope. If there isn’t enough air for everyone on the 
space station, the question is not ‘who do we throw 
out of the airlock?’ Instead, the question is ‘how 
long do we have if everyone keeps breathing?’ 


One answer might be to sacrifice someone, but a 
better one is to try saving them all with the limited 
time you have left. The less hope that the player 
characters have that they can save everyone, the 
more likely they are to cut their losses and let a few 
NPCs go for the greater good. It is only a real sacrifice 
if that person or item could have been saved. 


This means that when the Gamemaster is creating 
NPCs that might die in the adventure, it is doubly 
important to give them a proper character and 
motivation. If the player characters are forced to 
leave ‘Guard 12’ behind, they might not be too 
bothered. But if Gregory Garaflar the guard — the 
one who brought everyone sandwiches, has a child 
back on Demos, and has a second head that makes 
great puns — is risking his life, the player characters 
might think twice before treating it so casually. 


These characters don't have to be especially 
pleasant people though. Even selfish people need 
saving sometimes, and if the player characters 
decide to leave those they don't like behind they 
are on very dangerous moral ground. Unpleasant 
people often do survive these situations as their 
selfishness ensures they have no intention of 
sacrificing themselves, but they can still end up in 
trouble, and a life saved is a life saved. 


Threatening the lives of NPCs is not the only way 
to create hard decisions, although most come 
down to picking the easy way or the right way. 
The player characters might have to risk their 
TARDIS, a way to get home, or a favourite piece 
of technology as much as a friend or stranger. 
If they do well, they may lose nothing, but the 
more moral their decision, the harder it will be 
to succeed. However, the harder the choice the 
more likely the player characters will make the 
moral choice rather than the expedient one. 
Moral choices with lives at stake are more obvious 
to players, prompting them to make the right 
decision. Better to risk saving everyone than to 
win and lose something precious. If they don’t 
succeed, they should feel the loss of any sacrifice, 
just as the Doctor does. 
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One of the reasons the Doctor has to make these 
hard decisions is that he is usually alone. If he 
fails to deal with the threat, no one else will take 
his place. Player characters in a Twelfth Doctor 
campaign should be under no illusion: the cavalry 
is not coming. They might have friends and 
allies, but they will be either unwilling or unable 
to offer any substantial help. In a Twelfth Doctor 
adventure, there should be a sense of isolation 
as well as the burden of responsibility. The player 
characters might not want to be heroes, but they 
are all the Universe has. If they don’t make a stand, 
everything falls. 


Q Places to See, People to Annoy 
‘You know, Doctor, | can’t tell if you're a genius or 
just incredibly arrogant.’ 


‘Well, оп a good day, Гт both.’ 


The Twelfth Doctor has saved (and annoyed) 
people from all across the Universe, so adventures 
in his era might be set almost anywhere. However, 
there are a few particular types of setting that work 
especially well. 


Empty Places: The Twelfth Doctor rather likes 
deserted space stations or planetary bases. For 
all their peace and tranquillity, their silence makes 
it clear that something very bad happened, very 
quickly. The more peaceful they appear, the more 
dangerous they may be, with deadly threats lurking 
behind any corner. Starting in quiet, empty places 
creates a lot of opportunity for creepy revelations, 
as well as building to climactic finales. 


Mystery Trails: The Doctor often puts the TARDIS 
controls on random and sees where they end up. In 
addition, the telepathic circuits allow anyone to pilot 
the TARDIS towards their subconscious desires. If 
your group enjoys more collaborative storytelling, 
this device can help you improvise adventures 
based on a simple premise (such as how the Doctor 
postulates there is such a thing as perfect hiding 
in Listen). From there, each player character might 
take turns to describe where their character takes 
the TARDIS using the telepathic circuits. 


The trail might lead somewhere deadly and exciting, 
but might just as easily take the group to places 
that offer greater insight about the background 
and motives of even the most secretive characters. 


Familiar but Strange: One very unsettling trick is 
to take something extremely familiar and mundane, 
like a house or a train, and make just one thing about 
it a little strange or odd. It will look the same, and 
behave the same for the most part, but there will be 
something about the place that just isn’t right. 


It may be quite subtle, taking the player characters 
a while to work it out (such as a puddle being an 
alien spacecraft) or rather obvious (it’s the Orient 


Express, but in space!) but either way the effect 
is the same. Once the player characters come to 
understand what they are facing is not quite what 
they think it is, they cannot know for certain if it will 
ever behave the way they expect. Another option 
is a familiar place seen from a different angle, such 
as inside a Dalek or somewhere between other 
places like Trap Street, offering a slightly surreal 
twist on usual settings. While these places are in 
familiar territory, the rules will be very different and 
often quite alien. 


History by Accident: While the Doctor does visit 
а few historical places, he doesn’t often do so 
intentionally. He’s more likely to visit the Vikings 
to wipe goo from his shoe than for any heroics, 
but often gets embroiled in local problems — 
especially those that are extraterrestrial in nature. 
The Gamemaster can send the player characters to 
various historical places, but usually for nothing to 
do with the particular era. They might be looking 
for a time traveller or an alien artefact, and it 
just happens to land in 12th century France. The 
historical setting then becomes the backdrop 
for what is essentially a space adventure, mixing 
two genres and keeping the player characters off 
balance for weird and wonderful adventures. 


Q Blurring the Line Between Fantasy 

and Reality 
‘Trees. Whenever there's а planet-threatening, 
extra-terrestrial impact, trees.’ 


The Twelfth Doctor's adventures certainly muddy 
the line between fantasy and reality. The obvious 
examples feature Robin Hood, the Roman Ninth 
Legion, Santa Claus, and the Norse ‘gods’ (the latter 
of which turns out to be alien invaders). The Doctor 
also has adventures that seem more fantastic than 
grounded in science, such as the moon being an 
alien creature’s egg, the forests of Earth suddenly 
multiplying to stop a solar flare, and the fact that the 
dead are still aware after they've died. 


Some of these ‘fantastic’ elements are explained 
away by science, but even so they retain their 
extraordinary character. The human brain seems to 
tuck these elements away into the subconscious, 
as it seems likely that the 21st century wasn’t the 


first time that the forests of Earth formed a solar 
shield, or the moon cracked open to release an 
incubating space-faring alien. Oddly, in both cases 
the Doctor seems unaware of these elements — 
which as a Time Lord he should know, especially 
given that solar flare-protecting trees and moon 
eggs probably aren't exclusive to Earth — but he 
seems just as unaware as the humans (the Doctor 
does mention the Tunguska Blast of 1908 as the 
last time the trees saved humanity, but he seems 
to be playing catch up). Having said all that, a 
foetus in the moon and a ‘real’ Robin Hood provide 
another sense of wonder in your Doctor Who: The 
Roleplaying Game adventures. 


Don't be afraid to add a little of the fantastic to your 
campaigns. Every myth or piece of folklore could 
have a kernel of truth to be explored, and seemingly 
impossible scientific events can happen. After all, it 
wasn't that long ago that humanity thought that one 
couldn't break the sound barrier, or that walking on the 
moon was so fantastic that it must have been faked! 


Imagine the player characters arriving on a world 
where the people are forced into underground 
bunkers — and all the conflict that causes — 
because they wiped out too many trees to stop 
a solar flare. Or imagine the player characters 
bumping into Odysseus and their companions; 
could they be taking so long to get home because 
they accidentally sailed into another dimension 
where the mythological creatures they face are 
real? Or imagine a world under siege and tidally 
locked because they killed their moon, and the 
parents of the egg have returned for vengeance? 
The possibilities are endless! 


Q Gallifrey Reborn 
‘| heard the Doctor had come home. One so 
loves fireworks.’ 


Gallifrey, the home planet of the Time Lords, had 
returned. The horror and guilt the Doctor carried 
for more than three incarnations could finally be 
set aside. He didn’t destroy his species, ог their 
planet — he saved it from the Last Great Time War. 
However, the Doctor was anything but pleased at 
the way things had turned out, even after finally 
hunting the planet down. 
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In the Twelfth Doctor’s era it is possible for your 
campaign to find its way to Gallifrey, but it's not an 
easy journey. Not only was it moved to a parallel 
dimension by the Doctor, but the Time Lords have 
taken additional steps to keep it hidden. Where 
once they felt themselves unassailable, they 
now fear another threat as ruthless as the Daleks 
might finish the job their greatest enemy began. 
Ironically, it would be one of their own who would 
lead to their demise again. 


The easiest way to get to Gallifrey is for the Time 
Lords to invite you. Through their astonishingly 
advanced technology, they were able to 
anonymously contact Ashildr to set up a plan to 
kidnap the Doctor. They even provided her with 
the teleportation technology that could send 
him inside his own confession dial. Surely that 
same technology could take someone straight to 
Gallifrey, if the Time Lords wanted to meet them 
— or at least someone on Gallifrey did; though 
powerful the Time Lord High Council is also very 
insular, its members able to miss what might be 
going on even under their noses. 


Upon arrival, the surface of Gallifrey looks 
untouched by the Last Great Time War. The 
Capitol Citadel has been repaired, and the great 
deserts stretch on to the horizon, empty of Dalek 
war machines and the bodies of the fallen. The 


Time Lords have worked tirelessly to rebuild, 
replacing every brick and doing their best to erase 
the memory of their near destruction. However, 
there are plenty who remember. Out in the desert 
many Gallifreyans have chosen to live outside the 
luxury of the Citadel, and they won't forget quite 
so easily. 


The mindset of many Gallifreyans has changed 
little since the conflict ended. The Lord President 
is the regenerated Rasillon, who led them through 
the Time War. While he was the founder of Time 
Lord society, he was not the architect of its 
civilisation. In the era of Rasillon, the Time Lords 
fought horrific creatures to bring peace and order 
to the Universe. It was a brutal time, full of the 
moral compromises that war brings. Only when 
threats like the Racnoss and the great vampires 
were defeated could the work of creating true 
civilisation begin. Rasillon became a legend, and 
his legacy allowed the Time Lords to maintain a 
guardianship of the Universe that was so secure 
they fell into decadence. 


When the Last Great Time War began the Time 
Lords knew none of them were capable of leading 
Gallifrey into battle. None had ever truly fought 
in a war, so they commanded severe individuals 
like Rasillon and the Master to help wage the 
bloody conflict. Gallifrey willingly returned to its 
darkest ages, armed with even more advanced 
technology, in a desperate attempt to survive. 
Only the Doctor was able to see how his people 
were selling their souls. 


When the Doctor returns to Gallifrey, he decides it 
is time for a change. He banishes the remnants of 
the Time War council. His service in the war spoke 
for itself, but ordinary Gallifreyans who had fought 
on the ground understood that the time has come 
for new leadership. They stand with the Doctor 
and exile the old guard, so that they might rebuild. 


Unfortunately, this rebuilding does not last, as the 
Master returns to Gallifrey, uncovers the deepest 
secret of the Time Lords and the origin of their 
regenerative abilities, and — outraged at these 
revelations — destroys Gallifrey once more. 


О The Twelfth Doctor's Adventures 
The Twelfth Doctor's regeneration was the first of 
a new cycle, a resurgence when all was thought 
lost, and this time around he planned to do things 
differently, and better. As usual the regeneration 
didn’t start well, with him abandoning Clara with 
the Paternoster Gang while he roamed Victorian 
London looking for a dinosaur — you know, the 
usual. Eventually things settled and he and Clara 
fell into a new relationship as she learned to deal 
with the person her best friend had become. 
Their new dynamic was less ‘best friends’ and 
more an overenthusiastic father who thinks he’s 
really cool, taking his exasperated daughter on a 
holiday together. 


For a while it was just Clara and the Doctor, finding 
dangerous and exciting things to do, like going 
inside a Dalek to find out why it had turned on the 
others. They also met Robin Hood, although he and 
the Doctor didn’t get on very well. But gradually, 
Clara's job as a teacher at Coal Hill School took 
more of her time. She met Danny Pink, a fellow 
teacher with whom she found a deep romantic 


connection to despite a few bad starts. The Doctor 
was not а fan of this new turn of events, and took a 
pretty instant dislike to Danny as a rival for Clara's 
attention as well as for his past as a soldier. 


While Clara and the Doctor continued their 
adventures, the strain began to show. Time travel 
and a full-time job left Clara with almost permanent 
jet lag. She also began to realise that her life as 
a teacher and with Danny were becoming more 
important, as did the Doctor. They began to lie 
to each other, saying everything was fine. But the 
excitement of the next adventure was still too 
much to resist. Together, they broke into the most 
secure bank in the Universe. They searched the 
length of time for evidence of creatures that might 
not even exist. They discovered the moon was an 
egg and defeated a deadly robot that invaded the 
school. Clara even decided to leave the Doctor at 
one point, but a trip on the Orient Express fighting 
an invisible Mummy changed her mind. Clara even 
got the opportunity to be the Doctor when the 
real one was trapped in a shrinking TARDIS, even 
though the Doctor was not happy about the idea. 
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However, Clara's decision over whether to stay with 
the Doctor or Danny was brutally made for her when 
Danny was killed in a road accident. No Daleks or 
Cybermen, just a terrible accident crossing the 
road. She begged the Doctor to undo it, and he 
reluctantly agreed to try. To their surprise they found 
Danny, but as a disembodied spirit in some sort of 
digital storage called the Nethersphere. The Doctor 
realised the technology was actually Gallifreyan, 
and suspected perhaps his old enemy the Master 
was involved. He turned out to be right except the 
Master was now Missy and was trying to give the 
Doctor a present. Missy emptied Nethersphere, 
and returned each spirit to their body, which had 
all been quietly ‘upgraded’ by nanotechnology into 
a new army of Cybermen, including Danny. Missy 
handed the Doctor the controls, saying it was the 
present he'd always wanted. Now he could conquer 
in the name of good. Should the Doctor not take 
command of the cyberarmy, the rest of humanity 
would be ‘upgraded’ too. Danny saved the day, his 
feelings for Clara enabling him to act against his 
new cyber-protocols. He said goodbye to her and 
took control of the army, and ordered all of them to 
destroy themselves, including himself. 


The Doctor and Clara parted company again, both 
lying to each other they were okay and just needed 
some time. It was Missy — and Davros —who 
brought them together again. Missy used Clara 
to track the Doctor to mediaeval England, where 
he was having a tank party. This led agents of the 
Daleks to his location and all three of them were 
captured and taken to Skaro. Davros was dying, 
and he had ensured that if he died, so would the 
Daleks. He begged the Doctor for regeneration 
energy to ease his passing. But it was a ruse to 
extend his lifespan. While the Doctor, Clara, and 
Missy managed to escape, the Daleks and their 
creator were back. 


While dealing with the loss of Danny, Clara and 
the Doctor continued their adventures, met 
ghosts under the sea and sleep-demons in space. 
They also dealt with a revolution of the Zygon 
community living secretly on Earth who decided 
that coexistence was not good enough. The Doctor 
finally proved to both the humans and Zygons that 
war would not solve their problem, just postpone 
the conversation they needed to have while killing 
innocent people. They realised they were not the 
enemies they thought they were and committed 
to peace. 


In the 9th century, the Doctor and Clara visited 
a Viking community and faced a species called 
the Mire who pretended to be Norse gods to 
steal testosterone from their best warriors. In 
the process, the Doctor used Mire technology to 
heal a young girl called Ashildr, but this made her 
immortal. The Doctor revisited her by accident in 
1651, where she had become a noblewoman, thief, 
and mercenary, gaining vast skills if only to pass the 
time. Her memory could not hold all she knew and 
she simply referred to herself as ‘Me’. She tried to 
force the Doctor to take her with him to the stars, 
but he refused, saying that they'd bring out the 
worst in each other. She finally agreed to become 
Earth’s protector and watcher, but declared she 
would be watching for the Doctor, and especially 
protect the Earth from him. 


The Doctor and Clara met Ashildr again in 2014, when 
she was the mayor of a hidden community of alien 
refugees and immigrants. She used a deadly quantum 


shade in the form of a raven to enforce justice, though 
she took care of her people well. Unfortunately, Ashildr 
lured the Doctor to trap him. A mysterious employer 
had threatened to destroy the community unless the 
Doctor was delivered to particular coordinates. Worse 
yet, in a misguided attempt to be like the Doctor and 
save a friend, Clara overplayed her hand and found 
herself ‘facing the raven’ — executed by the quantum 
shade, with no way to stop it. The Doctor was furious, 
forcing Ashildr to deliver him to her employers to deal 
with them himself. 


The Doctor was delivered into a strange castle 
where he had to keep ahead of a deadly shade. 
After playing out a repeating cycle of events over 
and over again for over seven thousand years, he 
finally broke free. But this prison turned out to be 
his own Gallifreyan confession dial, and his jailers 
were none other than the Time Lords. They had 
uncovered a prophecy about a Dalek/Time Lord 
hybrid that would destroy everything. Rather than 
talking to the Doctor, they preferred to mentally 
torture the information out of him. He was not 
happy and decided to teach them a lesson. He 
rescued Clara just before the quantum shade killed 
her, then he took control of Gallifrey, exiling the 
President and High Council. Still angry, he realised 
that he might be just what the Time Lords had 
been frightened of. He and Clara used a device 
to make one of them forget the other; forgetting 
Clara was the only way for the Doctor to quiet his 
rage. While Clara was to return to where she was 
rescued, she and Ashildr found a TARDIS of their 
own and decided that they may as well take the 
long way around together. 


The Doctor continued his journey alone, met River 
Song for her first time, and helped a superhero 
save the Earth. Eventually he took a job as a 
university professor, where he met Bill Potts. She 
was part of the university kitchen staff rather than a 
student, but the Doctor recognised her cleverness 
and inquiring mind and was intrigued. He didn’t 
really have time to show her the Universe as he 
had another job to do — he and Nardole were 
keeping Missy prisoner. As a condition of sparing 
her from execution, he was trying to teach her how 
to be good. She enjoyed hanging out with her best 
friend but had trouble mastering the concept. 


As Bill got closer to the Doctor and Nardole, they 
visited a colony planet where robots insisted you 
smile. He took her to see a Victorian market on 
the frozen River Thames where a monster was 
imprisoned, and when Bill moved into a new 
house share, the landlord murdered most of the 
residents to keep the spirit of his daughter alive. 
They travelled to the far future where a space 
mining company rationed oxygen to keep their 
employees compliant, and fought an invasion of 
strange monks who took control of the Earth by 
offering peace in return for absolute submission. 
They dealt with more Victorians invading Mars 
to battle the Ice Warriors, and visited Roman- 
occupied England to uncover why the crows 
always call out for ‘Caw’. 


They were having such an interesting time that 
Missy got jealous. As a special treat they decided 
to take her on a field trip to see if she could put 
her ‘goodness training’ into practice. They arrived 
on a spacecraft hovering so close to a black hole 
that time ran differently further down the layers 
of its vast decks. An accident caused Bill to be 
almost fatally shot, but some strange residents 
insisted they could repair her and took her below. 
But things are not as benevolent as they seemed. 
The ship was Mondasian and a hive of early 
model Cybermen. They ‘saved’ Bill by converting 
her into a Cyberman. To make matters worse, an 
earlier incarnation of the Master was also there in 
disguise, and was disgusted that Missy was trying 
to be good. They joined forces to deal with the 
Doctor, but Missy eventually turned on the Master; 
whether this was because she had become good 
or just for fun was unclear. 


The Doctor was badly injured, and Bill was gone. 
Initially he refused to regenerate, having had 
enough of death and heartbreak, but an encounter 
with his first incarnation, who was also mulling over 
the same question, changed his mind. The Doctor 
decided to give it at least one more go and let his 
body regenerate once more. 
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@ Clara Oswald 
‘Sometimes it’s like I’ve lived a thousand lives in a 
thousand places.’ 


Clara becomes a dedicated teacher at Coal Hill 
School. Her job teaching English is more than just 
something to pass the time. She is committed to 
the care and education of her students, and working 
with Danny on extracurricular activities makes the job 
even more enjoyable — though she can’t help the 
odd hint about her relationship with Jane Austen. 


Clara is a thrill seeker, compulsively drawn to the 
excitement of adventure. This tendency worsens 
after the loss of Danny, which damages Clara 
irreparably. She throws herself carelessly into 
danger, trying to ignore the pain, which ultimately 
leads her to taking a risk that costs her life. However, 
neither she nor the Doctor can accept her death, 
and he breaks almost all the laws of time to bring 
her back. They recognise they are a dangerous 
combination, and understand they have to part. 


CLARA OSWALD 


CONCEPT: 
Impossible Girl 


FOCUS: 
Adventure 


Awareness 3, Coordination 3, Ingenuity 5, 
Presence 3, Resolve 4, Strength 2 


SKILLS: 

Athletics 3, Conflict 2, 
Convince 4, Craft 2, Intuition 3, 
Knowledge (Literature) 4, Science 3, 
Survival 1, Technology (Computers) 3, 
Transport 3 


DISTINCTIONS: None 
EQUIPMENT: Mobile Phone 
TECH LEVEL: 5 


STORY POINTS: 12 


Q Danny Pink 

‘I know men like him. I've served under them. They 
push you and make you stronger, ‘til you're doing 
things you never thought you could.’ 


Danny was once a soldier, but after a dreadful 
tragedy on patrol in Afghanistan he retired from 
the military. He becomes a maths teacher at Coal 
Hill School, where he meets Clara and falls in love. 
Unfortunately, the Doctor and Danny don’t get 
on. The Doctor initially treats him with disdain, 
believing he isn't good enough for Clara. 


All soldiers are beneath the Doctor's notice, mere 
pawns committing unnecessary violence. But Danny 
is a soldier who protected people, built wells, and 
sought to defend the weak. Danny believes the 
Doctor is moulding Clara into a form of soldier; he 
sees the cold heart of an uncompromising officer 
in the Doctor, one who never allows his orders to 
be challenged. 


DANNY PINK 


CONCEPT: 
Teaching Ex-Soldier 


FOCUS: 
Clara 


Awareness 4, Coordination 4, Ingenuity 4, 
Presence 4, Resolve 4, Strength 4 


SKILLS: 
Athletics 3, Conflict 4, Convince 2, 
Intuition 2, Knowledge 2, Science 


(Mathematics) 2, Survival 1, 
Technology 3, Transport 1 


DISTINCTIONS: 
None 


WEAPONS: None 
TECH LEVEL: 5 


STORY POINTS: 12 


Q Bill Potts 

‘Travelling to the past, there's got to be rules. If | 
step on a butterfly, it could send ripples through 
time that mean I’m not even born yet in the first 
place, and | could just disappear.’ 


Bill Potts is an inquisitive young woman working as 
a ‘dinner lady’ at St Luke’s University who begins 
sneaking into the Doctor's classes. She is intrigued 
by the eccentric lecturer, especially his tenure (he’s 
apparently been lecturing for over seven decades) 
and his lecture topics, which never match what was 
advertised. 


The Doctor offers to become her personal tutor, 
granting her entrance to the university as a 
student. She falls for a woman named Heather, who 
disappears after being transformed into an alien 
vessel. The Doctor helps Bill search for Heather, 
revealing he is an alien and kick-starting their 
adventures together. 


BILL POTTS 


CONCEPT: 
Curious and Inquisitive ‘Student’ 


FOCUS: 
Learn 


Awareness 3, Coordination 3, Ingenuity 4, 
Presence 3, Resolve 4, Strength 3 


SKILLS: 
Athletics 1, Convince 3, Intuition 3, 
Knowledge 3, Medicine 1, Science 2, 
Subterfuge 2, Survival 2, Technology 1 


DISTINCTIONS: 
None 


EQUIPMENT: 
Mobile Phone 


TECH LEVEL: 5 


STORY POINTS: 12 


Q Nardole 
‘Only in darkness are we revealed. Goodness is not 
goodness that seeks advantage. Good is good in 
the final hour, in the deepest pit, without hope, 
without witness, without reward. Virtue is only virtue 
in extremis.’ 


Nardole is working for River Song when the 
Doctor meets him. During that adventure, he is 
decapitated and integrated into the Hydroflax 
robot. After the 24-year night on Darillium, the 
Doctor builds Nardole a new body using both 
organic and cybernetic parts. River instructs 
Nardole to stop the Doctor from executing Missy, 
which results in her imprisonment in the Vault at St 
Luke’s University for 1000 years. 


True to his oath, Nardole tries to keep the Doctor from 
leaving Missy to travel in the TARDIS. His success rate 
that millennium is unknown, but by the end of the 
Twelfth Doctor’s adventures Nardole is regularly in 
attendance with the duty-shirking Time Lord! 


NARDOLE 
CONCEPT: Alien Cyborg Caretaker 
FOCUS: Redemption 


Awareness 3, Coordination 4, Ingenuity 4, 
Presence 4, Resolve 4, Strength 3 


SKILLS: 

Athletics 1, Conflict 1, Convince 2, 
Intuition 2, Knowledge 2, Science 1, 
Subterfuge 3, Survival 2, 
Technology (Computers) 3, Transport 3 


DISTINCTIONS: 

Alien — Nardole is alien, though it’s not 
immediately apparent. He is from a more 
advanced civilisation, and can have 
higher Skills and Attributes. 


Cyborg — Nardole’s body is stitched 
together from various parts, some organic, 
some cybernetic. 
EQUIPMENT: Knitting Needles and yarn 
TECH LEVEL: 8 


STORY POINTS: 8 
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THE TWELFTH DOCTOR 


CONCEPT: 
Time Lord 


FOCUS: Savior 


Awareness 4, Coordination 5, Ingenuity 9, 
Presence 4, Resolve 5, Strength 3 


SKILLS: 

Athletics 4, Conflict 3, Convince 4, 
Craft (Guitar) 3, Intuition 4, 
Knowledge 6, Medicine 3, Science 5, 
Subterfuge 3, Survival 4, 
Technology 5, Transport 4 


DISTINCTIONS: 
Time Lord — has an innate connection 
to time and can feel when it is wrong, 
telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


EQUIPMENT: 
Sonic Screwdriver/Sunglasses — 
Distinctions: Scan (tricky controls), Transmit 
(limited range), Unlock/Seal (cannot open 
deadlock seals) Story Points: 3 


Psychic Paper — Distinction: Psychic 
(doesn’t work on psychically trained), 
Story Points: 1 
Spoon, Yo-Yo, Clara’s Social Prompt Cards 
TECH LEVEL: 10 


STORY POINTS: 4 


Q The Twelfth Doctor 
He is impatient, rude, dismissive, and occasionally 
manic. Even his eyebrows are angry, really angry. 


All this, coupled with his imposing height and 
growling Scottish accent, makes him rather 
intimidating. He tends to walk into rooms as if he 
owns them and expects everyone to follow his lead. 
While he may not look like a young man anymore, 
he’s more like a mad uncle. Most people initially 
don't like him. Even Clara takes a while to get used 
to him. 


The Twelfth Doctor has very few social skills. Well, 
that’s not entirely true; he just chooses not to bother 
using them. While many of his previous incarnations 
loved to chat to people and make friends, the 
Twelfth Doctor couldn't be more different. He has 
no time for small talk, or even basic politeness on 
most occasions. 


He has a job to do, usually saving the lives of 
everyone іп the room, so he doesn’t mind people 
thinking he is brusque and difficult. He is more 
focused on saving them, even if he ruffles a few 
feathers in the process. 


Though he might not appear to care, the Doctor 
takes the lives of those around him extremely 
seriously. This applies tenfold to the lives of his 
companions. He is the archetypal father (or uncle) 
of the Universe: stern and distant, but ready to turn 
mountains to dust to protect those in his care. When 
he loses Clara, he fights his own confession dial for 
billions of years, and nearly tears the Universe apart 
to keep her alive. Despite his cold exterior, the 
Twelfth Doctor is a creature of incredible passion. 


Yeah, my carer. 
She cares so | 
don’t have to. 


О Debt Repaid 


Q Intro 

Jaipur, India, 2015 

Clara and the Doctor are called to the Gyan Museum 
in Jaipur by Kate Stewart of UNIT. One of the prides 
of the museum’s collection, the Taaron Ka diamond, 
was almost stolen. Normally this wouldn't interest 
the Doctor, or UNIT, but the break-in has Missy's 
signature all over it. Before the Doctor can figure out 
what Missy might be up to, a group of alien pirates 
called the Storvaan arrive, claiming the diamond is 
theirs as Missy lost it to them in a bet. Unfortunately, 
Missy also lost the Doctor in that same bet and the 
Storvaan intend to collect both. 


С Act One 

Just as Clara was expecting a relaxing day on the 
beaches of Zeprilon Minor, the TARDIS gets a call 
from Kate Stewart from UNIT. She asks the Doctor 
to join her in the Gyan Museum in the heart of Jaipur 
in India. The museum houses the collection of the 
late Gyan Chand Ji Dhaddha and was built by his 
sons to display his legacy. The collection contains 
all manner of artefacts and an extensive collection 
of jewellery. It is also the home of the Taaron Ka 
diamond, held in trust for UNIT as Kate recognises 
its odd significance. The Museum is only open to 
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guests by appointment and specialises in jewellery 
— its recent construction, with additional UNIT 
features, provides security as well as sharing the 
diamond with the public. 


The curators were in a panic today, and called UNIT 
immediately when they opened. While nothing 
is missing (they have checked multiple times), 
the area around the Taaron Ka is surrounded by 
handwritten signs of every description. They point 
toward the diamond with wording like ‘Diamond 
here!’ ‘This way to the diamond’, ‘Look, very 
valuable diamond just right there’, and the most 
telling, ‘Someone call the Doctor, it’s going to get 
stolen any minute now.’ 


Investigating reveals the doors remained locked 
all night, though the security cameras mysteriously 
went off line for an hour during the night. While 
the signs look like ordinary card and paper, none 
of them show up on the cameras, as they've 
been treated with an advanced cloaking coating. 
Scanning the signs with a sonic screwdriver reveals 
Gallifreyan text that says ‘Boo! Not long now 
darling, PS — 0345. If anyone looks at the security 
footage at exactly 03:45, they clearly see Missy 
turning to curtsy to a camera before walking out 
of the museum. 
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Q Act Two 

Having established it was Missy, the next question 
is why? This is answered when five alien humanoid 
creatures teleport just outside the museum. 
Anyone succeeding in an Ingenuity + Knowledge 
test recognises them as the Storvaan. They are 
a reptilian species renowned as ruthless space 
pirates. They believe ownership applies only for as 
long as you can hold something. If you can take 
something from someone, it belongs to you, for as 
long as you can keep it. While not all the species 
are thieves, their culture considers piracy to be 
little more than entrepreneurship. 


The Storvaan are not in a mood to talk. They 
are here for the diamond and will open fire on 
anything in their way. They don't take it personally 
if anyone shoots back at them to defend the 
diamond — that’s just how ownership works to 
them, so they expect resistance. There are a few 
UNIT troops with Kate, but they are just security, 
not a counter insurgency force. They manage to 


STORVAAN SPACE PIRATES 


CONCEPT: 
Pirate thieves 


FOCUS: 
Theft 


Awareness 3, Coordination 4, Ingenuity 2, 
Presence 2, Resolve 2, Strength 3 


SKILLS: 
Athletics 2, Conflict 3, Subterfuge 3, 
Survival 2, Technology 2 


DISTINCTIONS: 
Storvaan — reptilian alien species, their 
thick scales reduce damage by 5. 


WEAPONS: 
Laser Rifle (4/L/L) 


TECH LEVEL: 6 


STORY POINTS: 5 


hold back the Storvaan to give the Doctor time 
to think of something. Unfortunately, the Storvaan 
have details on the museum's comprehensive 
security systems, and can open any door, and 
instantly deactivate any form of alarm or trap. 


Thankfully, the museum is actually very defendable 
(designedly so). The walls are stone and there are 
plenty of corners to offer cover and retreat options. 
Slowing down the Storvaan can be done with an 
Ingenuity + Conflict test. This will offer some 
time to change security codes with successful 
Ingenuity + Technology tests. With control of the 
security system out of the Storvaan’s hands, they 
will be forced to talk. 


The Storvaan are quite open about the fact they 
are here for the diamond. Such a good crystalline 
structure will make it valuable on the galactic market 
for focusing heavy laser weapons. If the Doctor asks 
them why now, or mentions Missy, the Storvaan say 
it was Missy who gave them all the details about 
the security. She lost a bet to them and offered the 
diamond as payment for her debts. They have just 
come to claim what is rightfully theirs. 


If the humans still refuse to hand over the 
diamond, the Storvaan intensify their assault. 
They switch their weapons to stun (the highest 
setting knocks the target out) and try to capture a 
few prisoners. While the museum has no visitors, 
there are some staff, the UNIT soldiers, and the 
player characters that they can target. Battle is 
joined once more until they have a prisoner they 
can offer to exchange for the diamond. 


During all this fighting, the museum may get 
damaged. The Storvaan do not destroy wantonly, 
but don’t care if they break anything without 
value. In fact, they may attach teleport devices to 
anything they think looks valuable (which is a lot 
of the exhibits) and teleport it back to their ship 
as they go. This will obviously be something of a 
problem for the museum staff. 


Luckily, the museum staff have a fake diamond in 
their offices they use for when the real one is being 
cleaned, or if there is a security threat. While the 
Storvaan will spot a fake easily, the Doctor can 


use some jiggery-pokery to make the fake appear 
real to most standard scans (as long as someone 
buys him time). The fake can then be exchanged 
for any prisoners. 


If the player characters offer the diamond for any 
exchange, the Storvaan accept. It is all they've 
come for, after all. But they insist the Doctor be 
involved in the exchange. As soon as the Doctor 
gets close, the Storvaan teleport him (and any 
companion who refused to stay behind) back to 
their ship. 


Q Act Three 

Aboard the Storvaan ship, the Doctor and 
companion(s) are put in manacles and locked in 
a cell. The Storvaan explain the diamond was 
not the only thing Missy offered to cover 
her debts. The Doctor is the real prize, and 

he will go for a lot of money when they sell 

him on the galactic black market. All the 
notes from Missy were just a way to ensure 

he turned up. Now that they have all they 
want, the Storvaan are ready to leave and sell 
their winnings. 


There are a number of ways the characters 
might escape. The manacles can be undone 
with the sonic screwdriver using Coordination + 
Technology, when no one is looking. The Storvaan 
may be confused with a clever lie using Presence + 
Convince. With a little sneaking about (Awareness 
+ Subterfuge), they can reach the engine room or 
tap into the bridge to take control of the ship using 
Ingenuity + Technology. 


If they can get the edge, they can force the 
Storvaan to return to Earth and release them. 
The Storvaan recognise that taking control 
of their situation allows the Doctor and 
companions to claim ownership of themselves, 
which the Storvaan respect. If they are allowed 
to keep the fake diamond they are happier about 
the situation, as they can still sell it to some 
unsuspecting rube. 


Once the Doctor is back on Earth, he can track 
down Missy so he can have a word with her 
about boundaries. 


THE THIRTEENTH | \ 
DOCTOR | 


O Introduction 


The Twelfth Doctor, tired of living a life on the 
battlefield, advised his future self to ‘be kind’ 
above all, and the Thirteenth Doctor has a deep 
well of kindness and compassion that inspires the 
people who travel with her. She fell to Earth from 
an exploding TARDIS, her memories scrambled, 
with only empty pockets and an oversized dinner 
suit, and yet she assembled a group of allies who 
worked together to track down a brutal alien 
hunter and reforged her sonic screwdriver from 
spare parts and Sheffield steel. 


The Thirteenth Doctor is great at trusting her 
companions’ strengths, but like her predecessor, 
she is very aware of the responsibility that falls 
upon her alone. She closes herself off when she 
has to make the hard decisions or face the pain of 
her people's past decisions, even pushing Yaz, her 
most loyal companion, away. She takes wild risks 
and makes up the plan as she goes along, trusting 
her quick-thinking and ingenuity to save the day 
even when she’s not sure how it’s all going to 
work out. The people she gathers around her are 
marked by the faith they have in her: no matter the 
situation, they trust that she will figure out a way. 


That’s a lot of pressure, and sometimes she finds 
herself in a situation where she doesn’t have the 
luxury of making the perfect plan to save the 
day. Sometimes the team structure isn’t flat, as 
she says, sometimes it’s mountainous, with her 
at the top, alone. More than ever, the Thirteenth 
Doctor needs her companions to remind her who 
she is. When she is torn by indecision, losing 
faith in her own ability to save them, they always 
have the answer: she’s the Doctor — and that’s 
enough for them. 


Welcome to what I 
presume is your first 
alien planet! Don’t 
touch anything. 2 
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С The Thirteenth Doctor's Era 


Q Who is the Thirteenth Doctor? 

The Thirteenth Doctor's time is marked by huge 
revelations that upend her understanding of her 
people, her purpose, and her identity. Not just 
the Thirteenth Doctor, she is also the Timeless 
Child, a foundling from another universe: she is 
the creation of a past she cannot even remember. 
She learns that she had other regenerations that 
she has forgotten and that she is unique among 
Time Lords, her genetic code the blueprint for 
their regenerative powers and therefore the 
principles upon which the Time Lord culture was 
built. The Thirteenth Doctor is a Doctor who 
has pieced herself back together from disparate 
parts and made them greater than they were 
before. She creates and builds where others tear 
things down, always seeing a better future even 
in the darkest times. 


This has been a time of revelations and discoveries 
about the nature of the Universe, the Time Lords, 
and the Doctor herself. Individuals we think we 
know are cast in a new light, and make us question 
if we truly know those closest to us. 


With connection and healing has also come 
vulnerability. Loss and grief seem inevitable in the 
vastness of time and space, and yet some of the worst 
of it still manages to find the Doctor in particular. The 
true nature of the Time Lords’ regenerative abilities 
is revealed, reverse-engineered from the template 
provided by the Timeless Child, the Doctor herself. 
Is she truly one of her species, of her culture? And 
are they truly Gallifreyans anymore, if a piece of an 
unknown entity like the Timeless Child resided in all 
of them? These are questions that not only plague 
the Doctor, but the Master too. Whereas the Doctor 
once again trusts her belief in others, turning to Team 
TARDIS for comfort and companionship, the Master 
instead demands retribution from all of Gallifrey. 


She has a deep fear of her companions leaving 
her behind and travelling alone, but she rarely 
feels that she can reach out to them for comfort. 
She is fiercely protective of those she cares about 
and the people they love. When she realises her 
time is done, her main regret is that there is so 
much more to see. Nevertheless, she welcomes 
her next regeneration with the love she has shown 
to everyone she meets, excited to see what they 
do next. 


Q Who аге the Doctor's Companions? 

The faces of the Doctor's companions have 
changed dramatically, for us and for her. Yet 
more disparate pieces, her companions have 
come from a wide variety of backgrounds, 
each with their own story to tell. Unlike some 
of her more private incarnations, the Thirteenth 
Doctor has proven a little more ready to share 
— and a little more ready to connect over — 
the universal experiences that connect all 
beings, be they joy or grief. Team TARDIS has 
developed further and further into a family 
unit, one brought together from chaos and yet 
united in positive action and adventure. 


К could be that this family unit feeling was 
particularly natural to the Thirteenth Doctor's 
‘fam’ as they already knew each other prior to 
hopping aboard the TARDIS. Retired bus-driver 
Graham O’Brien brings a charm and friendliness 
to the group, while also being Ryan Sinclair's 
step-grandfather. Ryan brings a down-to-earth 
quality — he’d worked in a warehouse, and was 
on а training course, but felt his dyspraxia was 
holding him back. His relationship with Graham is 
strained, especially after his grandmother, Grace, 
dies during their first encounter with Tzim-Sha. The 
connections don’t end there — when Ryan and 
Graham first meet the Doctor, they are joined by 
Yasmin Khan, a classmate from his time at school 
who had gone on to join the local police force. 
Team TARDIS are not strangers to each other when 
they meet the Doctor, and this really leads to them 
feeling like a true ‘fam’. 


When Graham and Ryan depart from the TARDIS, 
they hope to strike a better balance between family 
life, and their desire to protect their home from alien 
invasion. Graham returns to help the Thirteenth 
Doctor in her final adventure, while Ryan continues 
his investigations somewhere in Patagonia. 


However, Graham — _ encountering former 
companions, Ace and Tegan — realises that 
there are others out there who can relate to 
his experiences. He gathers these companions 
together in a ‘support group’, allowing them 
to finally share their stories with others who 
understand just what they've been through. 
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There is certainly the potential there for these 
companions to work together to help defend the 
Earth. Kate Stewart jokes that she may recruit them 
for some UNIT work. 


After Graham and Ryan leave Team TARDIS, it 
isn't long before the Doctor and Yaz are joined by 
Dan Lewis, bringing a fresh set of eyes who can 
tell early on just what the Doctor and Yaz mean to 
each other. Once again proving that anyone, from 
any walk of life, with a good heart can be a perfect 
companion on the Doctor's travels, Dan brings а 
selflessness and eagerness to help that aids the 
Doctor through some of the hardest times, as the 
Flux threatens to consume the Universe. 


The Doctor also encounters a companion from her 
past, one that she didn’t even remember — the 
Lupari named Karvanista. The Lupari, humanoid 
canines, are genetically bound to humanity, 
and Karvanista is bound to Dan Lewis (much to 
their mutual disappointment). In a former life 
of the Doctor, when she was the mysterious 
and forgotten Fugitive Doctor, Karvanista was 
her companion, joining her as an operative of 
Division, and part of an elite unit dispatched with 
the Fugitive Doctor to defeat the Ravagers at the 
Temple of Atropos. 


Karvanista isn’t the only companion from the 
Doctor's past to return to the Doctor's life — 
companions from the Doctor's fifth and seventh 
incarnations are called in to UNIT during the 
Thirteenth Doctor’s final adventure, trying to 
halt the Master’s Dalek plan. Ace and Tegan may 
no-longer travel with the Doctor, but they never 
stopped investigating strange occurrences on 
Earth, knowing that the Doctor cannot always be 
there to fend off another alien invasion. 


The bond between companions through their 
shared experiences, thanks to Graham's support 
group, reassures them they all are, or were part of, 
the Doctor's ‘fam’. 


Right. Very succinct 


summary, well done. ? 
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С Themes of the 

Thirteenth Doctor's Era 

The era of the Thirteenth Doctor has been a 
coming together of many disparate pieces: old 
and new factions, contrasting and complimenting 
characters, and a host of questions in desperate 
need of answers. From humans to aliens, 
backgrounds, memories, and motivations, we 
have been given an even further glimpse into the 
wonderful diversity our Universe has to offer, as 
well as its dangers. 


For better or worse, our time with the Thirteenth 
Doctor has ironically proven that the more 
things change, the more they stay the same. No 
matter where you go, who you meet, or what 
you remember, there will always be throughlines 
and tethers — things that connect us and 
divide us. And while this has led to the Doctor 
being embroiled in several conflicts, it has also 
made the divergent people she has met coming 
together all the more potent. The Thirteenth 
Doctor has shown that time and time again, heart 
and compassion will more often than not prevail. 
Acceptance and kindness, empathy towards what 
people have lost, and support in what they seek 
to achieve, have all been significant drives for the 
Doctor and her companions. 


Q Major Revelations 

The Doctor's long-forgotten history, stretching 
far prior to her incarnation as the First Doctor, is 
unravelled. The tangled web of buried memories 
reveals her as a person of many stories and two 
important monikers: the Timeless Child and the 
Fugitive Doctor. 


As it came to light, the Timeless Child is the Doctor 
herself. Her previous forms, from before she was 
the First Doctor, were removed long after she was 
first taken in by the Time Lords for study. However, 
the Time Lords did not truly exist as we know them 
at the time. Instead, the Doctor is revealed to be 
the genetic template for the Time Lord's signature 
regenerative abilities. Perhaps a sign of things 
to come, and the hubris of certain Time Lords 
who created Division and enslaved Time herself, 
it was the Gallifreyans’ desire for immortality 
that drove them onwards. Despite being limited 
to twelve regenerations, this was still a great 
gift to their people, allowing them to outlive a 
great many races, and extend their reach even 
further in a single lifetime. As such, a piece of 
the Doctor lives inside each and every Time Lord 
with regenerative abilities. 


G The Real Monster Is Us 

With the amount of colossal and otherworldly 
threats the Doctor has faced, you may be 
forgiven for ignoring the genuine threat that the 
average human poses. With an almost uncanny 
ability to propagate throughout time and space, 
humans are not only encountered on Earth, but 
across all corners of the Universe. However, no 
matter where or when they travel to, humans 
share traits that make them both marvellous 
and deadly. They have a great capacity to be 
tenacious, empathetic, and wildly adaptable, but 
also selfish, callous, and destructive — it is no 
wonder all incarnations of the Doctor have found 
us such a compelling species. 


Throughout the travels of the Thirteenth Doctor, 
the acts of generosity and kindness from humans 
are all the more contrasted by various villainous 
humans, and the consequences of our own narrow- 
sighted actions. We have a particular penchant for 
exploiting our environment. 


From acts of discrimination, hysteria leading 
to paranoia and violence, and acts of blind 
selfishness, time and time again humans prove 
to the Thirteenth Doctor that they have a great 
potential for destruction. 


Q The Fall and Return of UNIT 

UNIT’s foundation proved an opportunity for Earth 
to not only defend itself, but establish a clear 
presence in the wider Universe, to leave a mark that 
deterred further attacks from outside forces. At the 
centre of so many Earthly conflicts, it’s no surprise 
that the Doctor has frequently crossed paths 
with this organisation and their efforts to secure 
the peace and safety of our planet. Despite their 
long list of accomplishments, UNIT was officially 
terminated in August 2020, due to poor funding 
and internal politics. К seemed to be the end of an 
era, the loss of one of Earth’s most reliable forms of 
protection. However, for many UNIT members the 
fight was not over just yet. 


Operatives, including Kate Stewart and the Zygon- 
Human duo both known as Osgood, continued to 
work for the betterment of all from an old UNIT 
Black Site. Here they studied the Time Fracture, 
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and continued to develop intel and agents, ready 
to step back into the light when the world had 
need of them again — and need them, it did. 


By the time of the Master's Dalek Plan, Kate Stewart 
once again shows her unparalleled competence, 
having begun rebuilding UNIT’s operations with 
gusto. Being from an organisation so dedicated to 
the ‘human touch’, it's no surprise that when the dust 
settles, she receives and accepts an invite to join a 
support group for those who had accompanied the 
Doctor. Here Kate, as one of the key figures of UNIT, 
formally cements ties with the Doctor’s companions. 


While no longer the great and expansive force it 
once was, UNIT members have proven themselves 
time again to be efficient and incredibly effective. 
In many ways, their specialist tactics frequently 
benefit from the focus and human touch that 
comes with a small group. 


Q Gallifrey Falls (again) 

No matter which form he may take, it is no secret 
that the Master's only sense of loyalty is to himself. 
That being said, his role as a Time Lord has 
always been a core part of his identity, something 
that has rooted him, and caused his rivalry and 
comparisons with the Doctor to spike ever higher. 
It therefore comes as the cruellest shock, and 
yet somehow not at all surprising, that when the 
Master is forced to question everything he knows 
about being a Time Lord, he turns his wrath onto 
his ancestral home. Perhaps, Gallifrey’s erasure of 
life puts a final entry in the planet’s long history 
of wrongdoing. Gallifrey’s most sound destruction 
comes from the greatest place of irony, and of 
shame. And while hope remains for the future of 
the species, for redemption and rebirth, Gallifrey 
will remain eternally marred. 


I’ve seen Gallifrey 
destroyed. Twice. 
First by war, second 
by a lunatic who I’m 
still trying to find. 9 
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URGENT CALLS 


О The Thirteenth Doctor's Adventures 
‘Brilliant.’ The Doctor had only just regenerated 
and discovered that they were now a woman, 
when the damage the TARDIS sustained during 
the regeneration caused multiple malfunctions, 
and the Doctor fell out of the TARDIS’s open doors 
while it was still high above the Earth. Luckily, with 
regeneration energy still coursing through her 
body, the Thirteenth Doctor could survive the fall 
to Earth, and straight through the roof of a train 
travelling to Sheffield. 


Ryan Sinclair had discovered a strange glowing 
pod in the woods when he retrieved his bike, and 
showed the strange object to his former school 
classmate Yasmin Khan, now a probationary police 
officer. Ryan received a call from his grandmother 
who, with his step-grandfather Graham O’Brien, 
was trapped on the train by a weird tentacled orb. 
Ryan and Yaz reached the stationary train just as 
the Doctor plummeted through the roof. After 
discovering they had all been implanted with 
DNA-destroying bombs, the Doctor and her new 
friends searched for the pod and the tentacled 
orb, which belonged to a Stenza named Tzim-Sha. 
The Stenza were a warrior species that hunted to 
prove leadership. Of course, the Doctor removed 
the DNA bombs, and activated a recall device 
to send Tzim-Sha to his planet, but not without a 
terrible cost. 


After Grace’s funeral, the Doctor constructed 
a teleporter to return her to the TARDIS which 
accidentally transported Ryan, Graham, and 
Yaz, along with the Doctor, into deep space. 
The group were rescued by pilots who were 
taking part in an intergalactic race, the final 
stage of which involved traversing the planet 
Desolation’s hostile environment to reach the 
‘Ghost Monument’ — actually the TARDIS stuck 
in mid-phase due to the damage it had suffered. 
At the end of a dangerous race, the group made 
it to newly repaired TARDIS, and the Doctor 
offered her new friends a lift home. However, the 
TARDIS had other ideas and instead of present 
day Sheffield, it materialised in Montgomery, 
Alabama in 1955. There, they discover Krasko, a 
supposedly ‘rehabilitated’ mass murderer from 
the future who had hoped to interfere with the 
moment Rosa Parks refused to give up her seat, 
a critical moment that would shape history. Ryan 
sent Krasko back to the distant past using his own 
displacement device, and the team managed to 
restore the timeline. 


Finally returning to Sheffield, Yaz discovered 
her mother, Najia’s, new job was at a luxury 
hotel complex built by wealthy American 
(and potential candidate), Jack 
Robertson. Unfortunately, the hotel had been 
built above a dump for industrial waste, and 


Presidential 


that waste had further mutated some discarded 
genetically modified spiders. Robertson killed 
the giant parent spider, despite it struggling to 
breathe due to its size. 


The ‘fam’ decided that they wanted to continue 
travelling with the Doctor, but a sonic mine on a 
junkyard planet resulted in them all being picked 
up by a medical ship that was heading to a space 
station. As if their luck couldn't get any worse, the 
ship was boarded by atiny but incredibly dangerous 
alien known as a Pting, which threatened to 
devour the ship's energy sources. Thankfully, they 
managed to jettison the Pting and save the ship, 
allowing them to return home. Back in Sheffield, 
Yaz received a broken watch from her grandmother, 
Umbreen, and Yaz convinced the Doctor to take 
them back to the Punjab in 1947 to discover the 
story of the watch. There they encountered the 
mysterious Thijarians, former assassins who had 
dedicated themselves to commemorating those 
who die alone. 


After a delivery arrived inside the TARDIS itself 
from the Kerblam! corporation, the team travelled 
to the headquarters and investigated something 
going wrong with Kerblaml’s Al. There, they 
uncovered the weaponisation of the bubble 
wrap, instigated by an employee who wanted to 
prevent automation and prevent further human 
redundancies. After an encounter with King James 
in 1612, where they discovered ancient alien Morax 
prisoners had escaped and possessed a local land 
owner, they travelled to present-day Norway to 
investigate a missing father who had slipped into a 
parallel universe and found the Solitract, an entity 
that sought companionship. 


Eventually, team TARDIS’s path crossed Tzim- 
Sha again. After following a number of distress 
signals from Ranskoor Av Kolos, they discovered 
the Stenza had combined the Ох'ѕ powers with 
Stenza technology to shrink planets. Earth 
was next on Tzim-Sha’s list, as revenge for the 
Doctor's actions before. Graham planned to 
kill Tzim-Sha to avenge Grace, but managed to 
hold back. Instead, they trapped Tzim-Sha in a 
stasis chamber, and returned the planets to their 
original positions in space. 


Recovering from this, they were alerted to an 
alien presence while relaxing and enjoying the 
New Year's Day fireworks. The presence turned 
out to be a reformed Dalek Scout mutant that had 
latched onto an archaeologist, and constructed a 
makeshift Dalek casing so that it could launch an 
attack on GCHO to summon a Dalek fleet. 


With UNIT disbanded due to lack of funding, it’s 
hardly surprising that the Doctor's next call was 
from М6, and the mysterious 'С’. Spies had been 
attacked around the world; the Doctor tracked 
down Agent O, who was tasked with monitoring 
alien activity, and he revealed that Kasaavins from 
another universe were cooperating with computer 
mogul Daniel Barton. Agent O also revealed 
himself to be the Master, luring them all into a trap 
and sending the Doctor to the Kasaavin dimension. 
The Doctor escaped to our reality in 1834, following 
renowned computer pioneer Ada Lovelace. In the 
middle of the struggle to return and overturn the 
Master's plan, the Master revealed that Gallifrey 
had been destroyed, and that Time Lord history 
was a lie that came from the ‘Timeless Child’. 


The revelation proved a little distracting to the 
Doctor, through her adventure on a possible 
future Earth, ravaged by ecological disaster, 
and in New York of 1903 where the Skithra were 
trying to kidnap Nikola Tesla to repair their jury- 
rigged ship. Noticing that the Doctor seemed 
distracted, Ryan, Yaz, and Graham tried to get 
the Doctor to talk about her past, and her search 
for the Master, but this was interrupted by a 
Judoon platoon who placed a forcefield around 
Gloucester while they searched for a fugitive. 
Graham, Ryan, and Yaz were abducted by 
Captain Jack Harkness, who warned them about 
the ‘lone Cyberman’, while the Doctor teamed 
up with tour guide Ruth. While Ruth could not 
explain why the Judoon were after her, her 
husband sent a text to Ruth telling her to ‘Follow 
the light. Break the glass.’ At the lighthouse 
where Ruth grew up, they found the TARDIS, 
buried under a blank gravestone. Ruth entered 
the lighthouse, broke the glass on the fire alarm, 
and regained her memory. She introduced 
herself to the Doctor — ‘Let me take it from the 
top: hello, I’m the Doctor.’ 
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This incarnation of the Doctor was a complete 
surprise, one that the Thirteenth Doctor could not 
remember, and one that shook the foundations 
of everything she knew. The Judoon were under 
contract to Gat, a Gallifreyan operative who worked 
with the Fugitive Doctor as part of what would 
later be revealed as Division. The Doctors escaped 
and Gat was killed by a sabotaged weapon, but 
the Thirteenth Doctor was left rocked by these 
revelations, along with Jack’s warning. 


Team TARDIS investigated a bacterium that 
caused infected people to explode in a shower of 
dust. Their investigations took them to Peru, Hong 
Kong, and Madagascar, where they discovered 
Suki, a member of an alien species whose planet 
had been ravaged by Praxeus. They followed Suki 
to her ship, deep in the Indian Ocean, and, after 
Suki succumbed to the Praxeus, they set the ship 
to explode in the atmosphere to disperse the 
antidote they had created. 


After a terrifying encounter with Immortals Zellin 
and Rakaya, who planned to wreak havoc on Earth, 
manipulating nightmares just for sport, the TARDIS 
arrived at Lake Geneva in 1816 to witness the fateful 
night when Mary Shelley was inspired to write 
Frankenstein. They discovered that Percy Shelley 
was missing and the layout of the house kept 
changing, and they witnessed ghostly apparitions. 
Eventually, the apparition was revealed to be Ashad, 
a partially converted Cyberman that was sent 
back in time to find the Cyberium, the collective 
knowledge of the Cybermen; Percy Shelley had 
unwittingly absorbed the Cyberium, causing the 
strange events. Under the threat of destroying 
the Earth, the Doctor reluctantly gave Ashad the 
Cyberium, despite Jack’s earlier warning. 


Arriving in the far future, Team TARDIS aided 
the last remnants of humanity in their struggle 
against the Cybermen. The survivors had fled to 
the Boundary, a portal that would take them to the 
other side of the Universe and to safety. However, 
the Boundary turned out to be a portal to the ruins 
of Gallifrey, where the Master would show the 
Doctor the secret history of the Time Lords — how 
Tecteun discovered a ‘Timeless Child’ with the 
ability to regenerate. Tecteun experimented on 


the child, grafting the regenerative ability into the 
Shobogans, creating the Time Lords. The Master 
also revealed that the Doctor was that Timeless 
Child, and once was an operative for Division, 
undertaking secretive and questionable missions 
that were erased from her memory. Meanwhile, 
the rest of the ‘fam’ arrived at Gallifrey on board 
a Субег-саггіег. To destroy the CyberMasters, 
Cybermen made from upgraded Time Lord 
bodies with the ability to regenerate, the Doctor 
exploded the Death Particle and eradicated all 
life on Gallifrey, while the ‘fam’ escaped in the 
Doctor's TARDIS and the Doctor was teleported 
to a prison. 


While the Doctor was held in prison, the rest 
of Team TARDIS searched for evidence of her. 
They discovered that Jack Robertson had been 
contracted by the British government to create 
‘defence drones’ based upon the remnants of 
the Dalek Scout destroyed at GCHQ. The Doctor 
escaped with the help of Captain Jack Harkness, 
and returned to Earth to uncover the Dalek plot, 
calling in a Dalek death squad to eradicate the 
impure Earth Dalek creations. With the Dalek 
threat subdued, Ryan and Graham decided to 
stay behind and investigate phenomena on Earth, 
while Yaz and the Doctor searched for Karvanista, a 
former operative of Division who would hopefully 
fill in some of the Doctor's missing memories. 


Karvanista, meanwhile, had kidnapped Dan Lewis 
from his home in Liverpool to save him from the 
Flux, a force that threatened to destroy everything 
in its path. Yaz was captured by Swarm and Azure, 
and imprisoned in the Temple of Atropos which 
had been ruined to create the Flux. The Doctor's 
attempt to protect Yaz and fellow prisoner Vinder 
revealed more of the Doctor's past with Division, 
but also discovered that the Flux was deliberately 
created to destroy the Universe. 


A Weeping Angel sent Yaz and Dan back to 1901, 
but the Doctor learned that the Angel was a 
Division operative that had fled, and was hiding 
from a Division extraction squad. The only way it 
could escape was to trade the Doctor to Division 
for its own safety. Recalled to Division, the Doctor 
met Awsok, who explained that Division’s ship 
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was travelling to another universe. Our Universe 
was to be destroyed because of the Doctor's 
interfering with Division’s plans. Awsok revealed 
herself to be Tecteun, who found the Timeless 
Child and created the Time Lords. Swarm and 
Azure arrived on the ship, disintegrated Tecteun 
as revenge for being imprisoned by Division, and 
the Doctor was split into three copies across the 
Universe. This allowed her to escape and use 
a Passenger Form to absorb the Flux, but not 
before the Flux had consumed the Cyberman, 
Dalek, and Sontaran fleets. The embodiment of 
Time reunited the versions of the Doctor, who 
then hid a fob watch of her forgotten memories 
deep within the TARDIS for safekeeping. 


The damage the Flux caused to the TARDIS created 
a time loop at a storage facility in Manchester 
which attracted the interest of the Daleks. 
However, after stopping a plot by Sea Devils, the 
Doctor, Yaz, and Dan failed to stop the abduction 
of a Qurunx by CyberMasters. The Master used 
Qurunx energy to force the Doctor to regenerate 
into him — the Master-Doctor. Encouraged by 


ап Al program the Doctor created, the Doctor's 
companions (including former companions Ace 
and Tegan) managed to stop a Dalek volcano 
device that threatened to destroy Earth, halt the 
Cyberman converter in UNIT HQ, and undo the 
Doctor's forced regeneration. 


The Master, realising he was defeated, directed 
the Qurunx energy at the Doctor, and triggered 
the Doctor's next regeneration. She had enough 
time to return Yaz home before she headed 
to a clifftop to see what was to come next — 
regenerating into the Fourteenth Doctor, an 
incarnation that looked remarkably similar to a 
previous one. 


Right, then. 
Doctor Whoever- 
I’m-about-to-be. 
Tag, you're К. 
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Q Yasmin Khan 
Just in case you're wondering, all this I’m-messing- 
with-your-mind chat, I've heard worse on a Friday 
night in Sheffield.’ 


Loyal, brave, and adaptable, Yaz is with the 
Thirteenth Doctor from the day she falls to Earth. 
A probationary police officer, Yaz is always up for 
mystery and adventure, her absolute faith in the 
Doctor keeping her going, even in the Doctor's 
absence. She and the Doctor make a great team 
and she is one of the few people who can pilot the 
TARDIS alone. 


Born to a happy, squabbling family of her dad Hakim, 
mum Najia, sister Sonya, and grandmother Umbreen, 
Yaz is protective of the people she cares about. She 
uses her police training to de-escalate situations, and 
tries to make people feel welcome and safe. 


YASMIN KHAN 


CONCEPT: 
Probationary Police Officer 


FOCUS: 
The Law 


Awareness 2, Coordination 4, 
Ingenuity 3, Presence 3, 
Resolve 3, Strength 3 


SKILLS: 
Athletics 3, Conflict 3, Convince 2, 
Craft 0, Intuition 3, Knowledge 2, 
Medicine 0, Science 1, Subterfuge 2, 


Survival 0, Technology 1, Transport 1 


DISTINCTIONS: None 


EQUIPMENT: 
None 


TECH LEVEL: 5 


STORY POINTS: 12 


Q Ryan Sinclair 

‘Uh, where do | start? Okay. I’ve mentioned this 
on here before. I’m pretty much not an idiot. I’m 
actually a capable guy considering. But I’m 19. 
And because of the thing I’ve told you about this 
before, | can't yet ride a bike.’ 


Warehouse worker and electrical engineer in 
training, Ryan Sinclair gets a glimpse of a dark 
future awaiting humanity and becomes all the 
more driven to stop it. He encounters an alien 
pod after throwing his bike off a cliff іп frustration, 
and accidentally gives an alien hunter permission 
to hunt a human on Earth. Ryan grows up a lot 
during his time in the TARDIS, turning from a 
rash teenager into a thoughtful, courageous, and 
principled person. 


RYAN SINCLAIR 


CONCEPT: 
Trainee Electrical Engineer 


FOCUS: 
Hope 


Awareness 4, Coordination 1, 
Ingenuity 3, Presence 3, 
Resolve 4, Strength 3 


SKILLS: 
Athletics 2, Conflict 2, Convince 3, 
Craft 0, Intuition 3, Knowledge 2, 
Medicine 0, Science 1, Subterfuge 1, 


Survival 0, Technology 2, Transport 2 


DISTINCTIONS: None 
EQUIPMENT: None 
TECH LEVEL: 5 


STORY POINTS: 12 


Q Graham O’Brien 
‘There's no such thing as aliens. Anyway even if there 
was, they ain't going to be оп a train to Sheffield.’ 


Graham 1$ а retired bus driver with down-to-earth 
charm and an ability to make friends wherever he 
goes. He met Grace, the love of his life, when she 
was a nurse during his cancer treatment. After 
Grace’s death, Graham joins Team TARDIS to try 
and outrun his grief. He and Ryan slowly bond, 
and Graham becomes a father figure to Yaz. 


Graham is a kind and compassionate person whose 
humility, optimism, and humour make him easy to 
trust, and his time as a bus driver has left him with 
excellent navigation and driving skills, as well as a 
knowledge of how to get information from other 
people. Graham was born careful, but he doesn’t 
back down when he sees injustice and is always 
willing to listen to other people’s lived experiences. 


GRAHAM O’BRIEN 


CONCEPT: 
Retired Bus Driver 


FOCUS: 
Compassion 


Awareness 3, Coordination 2, 
Ingenuity 3, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 1, Conflict 2, Convince 2, 
Craft 2, Intuition 3, Knowledge 3, 
Medicine 0, Science 1, Subterfuge 0, 


Survival 0, Technology 1, Transport 3 


DISTINCTIONS: 
None 


EQUIPMENT: 
None 


TECH LEVEL: 5 


STORY POINTS: 12 


Q Dan Lewis 

‘I’ve only been back а month, and I’ve got to say, 
I'm glad I’m not on the verge of being exterminated 
any more. But I do miss her.’ 


Dan might seem like a carefree scamp on the 
surface, but he’s got a big heart and spends his life 
trying to make others happy. He’s kind, cheeky, and 
generous, incredibly enthusiastic about the history 
and heritage of Liverpool, and faces down threats 
that would make most people run in fear. Despite 
his cocky demeanour, Dan has a sort of calmness 
around him that makes him an ideal member of 
Team TARDIS. He notices Yaz and the Doctor's 
feelings for each other before either of them does. 


Dan is Liverpudlian born and bred, living in Liverpool, 
is a fantastic unofficial tour guide to the Museum 
of Liverpool, and volunteers at a food bank even 
though he often doesn’t have any food at home. 


DAN LEWIS 


CONCEPT: 
Helpful ‘Tour Guide’ 


FOCUS: 
Others 


Awareness 3, Coordination 2, 
Ingenuity 3, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 2, Conflict 2, Convince 3, 
Craft 0, Intuition 3 (Empathy), Knowledge 1, 
Medicine 1, Science 0, Subterfuge 3, 


Survival 2, Technology 0, Transport 0 


DISTINCTIONS: 
None 


EQUIPMENT: 
None 


TECH LEVEL: 5 


STORY POINTS: 12 
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THE THIRTEENTH DOCTOR 


CONCEPT: Doctor 
FOCUS: Kindness 
HOMEWORLD: Gallifrey 


SHORT-TERM GOAL: To get through 
the day without anyone dying 


LONG-TERM GOAL: Show every 
wonder of the Universe to everyone 


Awareness 4, Coordination 4, 
Ingenuity 9, Presence 5, 
Resolve 5, Strength 2 


SKILLS: Athletics 3, Conflict 3, Convince 4, 
Craft 2, Intuition 4, Knowledge 6, 
Medicine 3, Science 5, Subterfuge 3, 
Survival 3, Technology 6, Transport 4 


DISTINCTIONS: 
Time Lord — Has an innate connection to 
time, and can feel when it is wrong. 


Experienced — increased Attributes 
and Skills 


Traveller — Has been to a lot of places, 
meaning the character has a lot of friends, 
and enemies, littered across the galaxy. 


EQUIPMENT: 
Sonic Screwdriver — Distinctions: Scan 
(tricky controls), Transmit (limited range), 
Unlock/Seal (cannot open deadlock seals) 


STORY POINTS: 3 
TECH LEVEL: 10 


STORY POINTS: 3 


Q The Thirteenth Doctor 

‘Right now, I’m а stranger to myself. There’s echoes 
of who | was and a sort of call towards who | ат. 
And | have to hold my nerve and trust all these new 
instincts. Shape myself towards them. I'll be fine. In 
the end. Hopefully. | have to be. Because you guys 
need help. ‘Cause there’s one thing l'm certain of, 
when people need help, | never refuse. Right. This 
is going to be fun!’ 


Filled with enthusiasm and hope, endless 
curiosity, and driven by a deep-seated belief in 
the importance of life, the Thirteenth Doctor is a 
whirlwind of activity. Her pure joy at the beauty 
and marvels of the Universe is contagious. She 
talks fast, loves deeply, and once she has an 
idea in her head, there’s no shaking it! She is 
the brilliant light in so many lives, dashing from 
place to place so quickly that the only thing that 
can outrace her is her mind, constantly darting 
from one theory to another. Her enthusiasm 
and passion for exploring and witnessing the 
extraordinary is only marred by the darkness 
deep within, revealed when the secrets of an 
unremembered past come to the surface. 


Initially baffled by the revelations of the Timeless 
Child, and her possible origins, the Doctor is given 
the opportunity to remember everything — to 
recall her forgotten past, the many, many forgotten 
incarnations, and her time with Division. However, she 
chooses not to see. Not just yet. Better to continue 
as the Doctor we know and love, and bury that dark 
past deep within herself, and within the TARDIS. 


О Reparations 


Q Intro 

The Doctor, Yaz, and Dan arrive in India on the brink 
of a brighter future. The year is 1950, and the British 
Raj has recently given way to an independent India, 
one now keen to celebrate its freedom and culture. 
As part of the transition, it has been agreed that 
the highly-prized Taaron Ka diamond should be 
returned to its rightful place. After centuries spent 
in England, the priceless jewel will finally return to its 
homeland. However, there are those who oppose 
this decision and will go to great lengths to stop the 
gem from reaching its destination. 


Q Act One 

Jaipur, Rajasthan State, India — 1950 

Jaipur, the Pink City, glows warm and inviting 
under the heat of the morning sun. Rolling arches 
shine in pink and salmon hues, accented by stark 
white decoration. Intricately carved flowers and 
patterns adorn the houses of the upper districts, 
leading down into streets teeming with trade. 
Despite the early time of day, many citizens are 
already awake, eager to ply their trades and go 
about their business. 


The characters arrive in a rich trading district of 
Jaipur as the city is awakening. Though the British 
Raj’s rule ended three years prior, their presence 
is still evident. Jaipur’s architecture and culture 
are studded with imports from the West, with 
hybrid fashions, foods, and products particularly 
prevalent in areas such as this. 


The district can be explored freely, allowing the 
characters to familiarise themselves with the local 
people and topography. It is vital to remember 
that this is a difficult and tumultuous time for many 
Indian citizens, and tensions are high. Gamemasters 
must remember that the onus and blame for these 
tensions does not rest upon the victims, but rather 
the British oppressive rule. Many of the residents 
of Jaipur, and the rest of India, have faced violence, 
bloodshed, or impoverishment at the hands of the 
British Raj's regime. 


Dan and the Doctor may be met with wariness or 
uncertainty by certain locals, given their Western 
appearance. Yaz’s Pakistani heritage places her 
origins at a much closer locale, which may provide 
a better opportunity to cultivate trust with those 
who have been previously hurt. 
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There are rumours and gossip all around, and it 
soon becomes evident to the characters that the 
Taaron Ka diamond is all many traders can speak 
of. It's in the country, in the Rajasthan state some 
say, on its secretive journey to New Delhi. 


Q Act Two 

One young businessman by the name of 
Ramchandra Bakshi takes a special interest in the 
group, and is particularly eager to speak with them. 
Well-off in appearance, he is open to conversation 
and boasts of being an investor in several local 
establishments. In reality, Ramchandra is а last- 
minute hire by the retinue tasked with transporting 
the Taaron Ka diamond. As a local man of repute, 
he has invaluable knowledge of the layout of Jaipur 
and its trade routes. The diamond's handlers have 
been forced to make an unexpected detour, so 
Ramchandra’s role is to keep them secure overnight 
in Jaipur, and escort them safely out of the city in 
the morning. 


However, Ramchandra’s reliability and knowledge 
are marred somewhat by his lack of experience with 
being covert. In conversation with the characters, 
Ramchandra makes a point of noting that they 
are not local, asking leading questions as to why 
they have come to Jaipur, and pondering unsubtly 
if they have come to do business. Rigorous 
questioning allows the characters to glean hints to 
his true motivations, and perhaps convince him of 
their involvement or desire to assist. 


Regardless if the characters decide to interact 
with Ramchandra, eventually a silent party arrives 
at his modest offices and makes their way inside. 
The group is composed of two men, Gaurav 
Anand and William Rothman, and a young woman 
by the name of Dipu Deshpande. Gaurav, a native 
Indian man, and William, originally from London, 
are men of a military background tasked with 
providing security. Dipu is a scholarly-looking 
woman, a historian and diplomat tasked with 
overseeing the Taaron Ka home to New Delhi. 
William sports an injury that he is attempting 
to mask whilst they are out in public, but he 
collapses once inside Ramchandra’s trade office; 
the group was ambushed on the way into Jaipur, 
and escaped by the skin of their teeth. 


Suspicions abound and tensions are running high, 
so the characters must approach with caution 
and generosity. Whether they choose to interact 
directly with the small retinue, or to disguise their 
identities in order to get closer, Ramchandra’s 
offices provide a perfect opportunity to become 
fully apprised of the situation. If, at the very least, 
they can convince the handlers of their innocence 
and desire to help, the characters may well find 
themselves directly tasked with the Taaron Ka 
diamond's safe passage to New Delhi. The 
situation is dire, and the group is desperate for 
assistance and allies. 


British dissenters calling themselves the Delhi 
Reclamation Union (DRU) — encouraged and led 
by notorious stirrer, Krasko —wish to intercept the 
Taaron Ka before it enters its new, highly secure 
home. They ambushed the diamond's convoy on 
its way into India, separating Dipu, Gaurav, and 
William from the rest of their backup. Now all that 
remain are themselves and Ramchandra, who is 
an untrained civilian. They believe the DRU are 
likely to enter the city of Jaipur, if they are not 
here already, and ambush the group while they 
are vulnerable. 


Gaurav suggests the group rally, asking 
Ramchandra to call on any business contact he 
may have with access to firearms. He seeks to 
fortify their current location, and suggests using 
the diamond to lure out the DRU. Whilst this is 
potentially a more violent solution, Gaurav wants 
to make an impassioned, public stand against the 
DRU’'s meddling in Indian cultural affairs. 


Dipu seeks a subtler approach, having seen more 
violence in her time than she can stomach. She 
wants to leave William with Ramchandra until he 
recovers, and slips out of Jaipur under the cover 
of darkness. Though this is a quieter move, it will 
involve evading the keen eye of the DRU men that 
are likely on their tail, and risks losing the diamond 
forever in another ambush. 


The characters need to collaborate with the 
Taaron Ka diamond handlers, and help devise an 
equitable solution. 


Q Act Three 

The sun continues to creep across the sky overhead, 
and the whispers of local citizens no longer feel like 
idle gossip. There are DRU dissidents in the midst 
of the crowds, and it is only a matter of time before 
your location is discovered. On Ramchandra’s desk 
sits an unassuming wooden box, the exact weight 
of a priceless diamond. 


In this room, in Ramchandra’s offices, is a 
microcosm of a post-British India. Make this a 
moment in which your characters can make a 
fair, empathy-driven decision they can live with 
and be proud of. Gamemasters can use this 
opportunity to provide insight into everyday 
tensions and fears. 


While both have the interest of their culture, 
country, and friends at heart, Gaurav and Dipu 
аге likely to lock heads. Given the difficult 
subject matter, Gamemasters may want to use 
Ramchandra and William as methods for consoling 
the two, if the characters fail to diffuse their 
argument. Remember, while an ardent supporter 
of the Taaron Ka’s return, William is a foreigner. An 
emphasis should be made on putting power back 
into the hands of the Indian citizens. 


Whatever is decided, the team must work together 
to spring their plan into action. № Gaurav’s plan is 
more closely followed, the DRU will likely engage 
іп a small-scale shootout. Krasko does not engage 
due to his inhibitor, and slips away if things do 
not go his way. If Dipu’s is followed, the DRU 
attempt to engage the group in a car chase 
through the main streets of Jaipur. 


Once the group is safely away from the 
DRU, Ramchandra’s contacts meet Í 
Dipu and the others at the edge of 
Jaipur, with transport to New Delhi. і 


=" 
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Dipu and Gaurav raise their hands 
in farewell, and turn to face the road 
ahead. Dipu glances down, adjusting 
the box grasped tightly in her lap, 
and moves to inspect its contents. 
The diamond flickers briefly in the sun, 
illuminating her head in rays of light. 
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‘CHAPTER SEVEN : 


THE FUGITIV i 
DOCTOR 
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O Introduction 


‘Well done. You're only five minutes behind 
someone who just had their memory fully restored. 
Five points.’ 


As the Doctor's identity as the Timeless Child 
became known, so too did the lives she lived 
long before her first ‘official’ incarnation. In many 
ways, the Fugitive Doctor lived a life so varied 
and rich, so different to the Thirteenth Doctor's 
own, that she could arguably be considered an 
entirely different person. Connected and linked 
to the Doctor yes, but a person shaped by wholly 
distinct experiences. 


The Fugitive Doctor lived a large amount of her 
life held against her will by Division, working on 
behalf of Gallifrey — though it is unclear if she was 
initially recruited or conscripted, it is clear that she 
was more or less strong-armed into the position. 
With Division, the Fugitive Doctor was forced 
into incredibly difficult and morally-ambiguous 
positions, often capturing or even executing those 
who fell under Division’s ire. 


When the Fugitive Doctor first became known to 
Team TARDIS, her identity raised far more questions 
than it answered. Whilst both the Doctor's sonic 
screwdriver and the Judoons’ genetic scanners 
confirmed her true identity as another of the 
Doctor's incarnations, this only made things more 
confusing. There is no doubt that the Doctor is 
immeasurably old, and has travelled in countless 
guises, but the Fugitive Doctor's life and identity 
were one she could not place in her timeline. 
This only led to greater confusion as, despite 
the Thirteenth Doctor's misgivings, this Fugitive 
incarnation seemed to speak of people and places 
that were outside of the Doctor’s memories. 
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О The Fugitive Doctor's Era 


о Who is the Fugitive Doctor? 

During hertime on the run, the Fugitive Doctortakes 
on the identity of one Ruth Clayton. Together, she 
and her companion Lee Clayton hide on Earth; she 
trusts Lee with her life and with keeping her secret 
safe. In order to further protect her true identity, 
Ruth had been given constructed memories which 
detailed a strained relationship with her parents, 
and the inheritance of a lighthouse she had no 
wish to reside in. 


Lee, posing as Ruth's husband, isno helpless human. 
He seems to be as foreign to human concepts 
as any Time Lord would be, and had reportedly 
received Gallifreyan training. Presumed dead 
when he absconds with the Doctor, Lee had been 
given strict instructions to help Ruth remember 
the phrase ‘Follow the light and break the glass.’ 
This leads Ruth to the lighthouse from her falsified 
memories, and eventually to the restoration of 
her memories. Though he is eventually executed 
by Time Lord operative Gat, it can be assumed 
the Fugitive Doctor has as close and as loving a 
relationship with Lee as the Doctor does with any 
of their companions. Not only are they content 


to live together, to pretend to be husband and 
wife, but Lee is entrusted with the very key to the 
Doctor's memories. 


As early as her time in Division, the Fugitive Doctor 
is clearly fond of companionship, having Karvanista 
as a companion on several missions. While it is true 
the two are more or less thrust together by their 
superiors, the same cannot be said for Lee, with whom 
she seems to foster a mutually caring relationship. In 
addition, it is the Doctor's almost innate moral code, 
and strong sense of justice, that first gives her the 
courage to defy Division and go on the run. 


While the Doctor may have gained and lost so 
much experience, and both traumatic and beloved 
memories, her distinctive traits have always remained. 
She is compassionate to a fault, brilliant and terrifying in 
equal measure, and possesses a beloved eccentricity 
that each incarnation exhibits in any number of 
endearing ways. We have seen on countless occasions 
how non-linear time can be. It is not a straight path, but 
a web of interconnected, never-ending possibilities. 
The Fugitive Doctor and the Doctor we've known may 
feel far removed, but in reality they are both pieces 
of a greater whole — the Universe always has a funny 
way of sewing these pieces back together. 


O Themes of the 
Fugitive Doctor's Era 


Q Division 

Division was founded on a tacit understanding 
amongst some Time Lords, that their official 
policy of non-interference must sometimes be 
broken. Despite its relatively worthy origins, 
Division becomes expansionist and authoritarian. 
By the time the Thirteenth Doctor has her first 
encounter with them, they are passing judgement 
across time and space, shaping events as they 
deem fit, and assessing entire civilisations by their 
rigid standards. 


Any species, time, or culture is theirs to control 
and manipulate. Nothing is beyond their means. 
Division’s scope expands outside of the known 
Universe, as they discover and study multiverses 
that exist apart from our own. Viewing our own 
Universe as tainted by the Doctor’s presence and 
ongoing influence, and now considering a single 
Universe expendable, they create the Flux. 


While initially understandable in their intentions, 
Division becomes so far removed from their 
original purpose that they become a true antithesis 
of the original Time Lords, and the Doctor. 


Division shows a penchant for ruthlessly effective 
training, carefully sculpting all species into weapons. 
While callous and cruel, they are alarmingly effective 
at taking any aspect of a person and making it of use, 
or else erasing it entirely. No one member should be 
underestimated, regardless of species or background. 
It’s easy to see, with such an eerily uniform view of 
people, how they convince themselves that they still 
act in good faith. Certainly, they have themselves 
convinced until it is far too late. 


When the Doctor's newest incarnation becomes 
known to them, Division not only continues to seek 
out their wayward Fugitive, but also the Thirteenth 
Doctor. The Doctor is swarmed by a hoard of 
Weeping Angels and recalled to her old home, 
completely unaware of its relevance. 


Tecteun, the Doctor’s one-time adoptive mother, 
reveals herself, determined for the Doctor to 
understand her motivations, and going so far as 
to imply that the Doctor's very existence ‘forced’ 
Division to their various ends. By her logic, the 
Doctor’s unpredictability and ability to inspire 
change in others directly combat their own 
intentions. Despite this, and an overt attempt 
at bribery with a biodata module containing 
the Doctor’s stolen memories, the Doctor is not 
swayed. Division's actions cannot be justified, not 
even by someone like herself, and it needed to be 
destroyed in order to protect the Universe — not 
the Universe the Doctor was born into, but the 
one she belonged to. 


Despite all their hardships, their actions both 
justified and not, Division faces a rather quiet and 
almost sad end. It is Swarm and Azure, who finally 
infiltrate their base after so long searching, and 
confront and kill Tecteun as revenge for their own 
imprisonment. Division’s members may still stand, 
but in one fell swoop the institution is no more: 
without a leader, they are no longer unified and face 
a power vacuum. The Division that had raised the 
Doctor, had committed so many acts of scientific 
ingenuity and terrible suffering, fundamentally 
changed forever. And with it, the rest of the Universe. 


If we have learned anything about the Time Lords 
as a species, it’s that regardless of their origins, 
they are tenacious. Be it the Master, the Doctor, or 
the various agents of Division, they are a people 
built to withstand and survive circumstances that 
would permanently kill most others. It is true that 
Division now faces a deficit in power, but if there 
is one thing they do not lack it is time. Division 
agents have proven how patient they can be, how 
far backwards and forwards in time their plans 
stretch, and how slowly they are willing to chip 
away at an insurmountable obstacle. They have all 
of time and space at their fingertips as a boundless 
resource, and with that on their side there is very 
little they cannot eventually accomplish. Now 
time will tell if their ranks will rise again, or simply 
retreat to the shadows of time once more. 
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THE FUGITIVE DOCTOR 


CONCEPT: Fugitive Time Lord 


FOCUS: Justice 


Awareness 3, Coordination 4, 
Ingenuity 6, Presence 4, 
Resolve 4, Strength 3 


SKILLS: 
Athletics 2, Conflict 3, Convince 3, 
Craft 1, Intuition 3, Knowledge (History) 4, 
Science 5, Subterfuge 2, 
Technology 3, Transport 2 


DISTINCTIONS: 
Time Lord — Has an innate connection 
to time and can feel when it is wrong, 
and regenerate when killed. 


Very Experienced — Higher Attributes 
and Skills but is hunted by Division 


EQUIPMENT: None 


TECH LEVEL: 10 


STORY POINTS: 8 


G The Fugitive Doctor 

‘Let me take it from the top. Hello, I’m the Doctor. 
I'm a traveller in space and time, and that thing 
buried down there is called a TARDIS. Time And 
Relative Dimension In Space. You're going to 
love this.’ 


The Fugitive Doctor is still a bit of a mystery, even 
to the Doctor. All we know is that she can be 
quick-tempered, with a sharp tongue and a witty 
comeback. Like the War Doctor, she isn’t averse to 


using a gun, and like the Doctor, she can be heroic, 
brave, determined, and a little grumpy. 


Dressed in a tweed waistcoat and long frock coat 
that harkens back to other incarnations, this Doctor 
wears black combat trousers and boots, practical 
for the missions she was sent on by Division. 
The Fugitive Doctor's shirt reflects а brighter 
eccentricity that we’ve come to know and love in 
the Doctor's other incarnations. 


Q Karvanista 
“| put the whole Universe between us. 
Then you come crashing back in as if nothing had 
ever happened.” 


Vanquisher of a thousand civilisations, former 
companion of the Doctor, and avenger of the 
Lupari people, Karvanista is hard to get on with 
at first but he’s all bark and no bite when it comes 
to his friends. The Lupari are genetically bound 
to humanity and Karvanista, to his deep regret, 
is bound to Dan Lewis. 


Karvanista had quite the career before he joined 
the Fam: he was a trusted ally of the Doctor and 
as an operative for Division, he was part of an elite 
unit and was instrumental in the defeat of the 
Ravagers in the Temple of Atropos, imprisoning 
Swarm іп а stun cube himself. When the Fugitive 
Doctor left Karvanista behind, it broke his 
heart and he became even more resentful and 
untrusting. The Thirteenth Doctor tracks him 
down to try and learn more about Division, and 
Karvanista responds by leaving her to die on a 
doomed planet. 


Karvanista is a brilliant soldier who coordinates 
the Lupari fleet to protect Earth from the Flux. 
He claims that Dan is not special or significant 
in any way, but he will die to keep him safe, and 
Dan's utter irreverence in the face of Karvanista’s 
grumpiness leaves Karvanista both infuriated 
and reluctantly charmed. 


When the Sontarans kill all the other Lupari, it 
only redoubles Karvanista’s determination to 
stop them, and he is able to find some peace 
when he uses the Lupari fleet to sacrifice the 
Sontarans to the Flux. Following the events of 
the Flux, he leaves the TARDIS to travel with Bel 
and Vinder on his ship. 


KARVANISTIA 


CONCEPT: 
Loyal Lupari Warrior 


FOCUS: Protection 


Awareness 4, Coordination 4, 
Ingenuity 3, Presence 3, 
Resolve 3, Strength 5 


SKILLS: Athletics 3, Conflict 4, 
Convince 2, Intuition 3, Knowledge 1, 
Science 1, Subterfuge 2, 
Technology 3, Transport 3 


DISTINCTIONS: 
Lupari — Very alien appearance, resistance 
to cold, +3 to tracking and Awareness rolls. 


EQUIPMENT: 
Stun Axe — A battle axe that inflicts melee 
Damage (Str +2) or a ranged stun cube that 
imprisons those it successfully hits. 


Lupari Armour — Reduces all Damage by 4. 
TECH LEVEL: 7 


STORY POINTS: 10 
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О Division of Angels 


Q Intro 

420 Million Years BCE, Earth 

Deep under the Earth, the mysterious Time Lord 
order known as ‘Division’ has hidden the Taaron 
Ка, the diamond that keeps haunting the Doctor's 
incarnations. The diamond has turned up in all 
manner of places and appears to be leading the 
Doctor somewhere. But the Fugitive Doctor has 
no intention of being led anywhere, least of all by 
Division. Cashing in a favour from her old friend 
Karvanista of the Lupari, another ex-Division 
operative with a score to settle, they plan to steal 
it. There is only one problem; the diamond is 
guarded by the Weeping Angels. 


Q Act One 

Karvanista and the Fugitive Doctor flee from the 
Judoon ina running battle. Blaster fire scatters around 
them as they run towards the TARDIS, returning fire 
as they go. Just as they appear to be surrounded, the 
Doctor blasts the roof with her rifle, bringing it down 
on their pursuers, and with a casual wink at them, she 
and Karvanista dash into the TARDIS. 


Dematerialising, the pair escape into the vortex, 
before taking a look at what they have just stolen 
from a secure Judoon vault. It is a set of spatial 
coordinates for an item they know little about, 
except that it is important to Division. This is their 


opportunity to at least put a stone in the hoof of 
the Time Lord arch manipulators. Once they have 
something Division wants, they can make a deal. 


The coordinates take the TARDIS to ancient 
Earth, deep underground, millions of years before 
humanity learned to walk upright. This is the age 
of the Silurians, whose great cities dominate the 
surface. Those same cities also have roots deep 
below the earth, with caverns stretching out for 
miles. It is in one of these caverns the TARDIS 
arrives, as a temporal barrier refuses to allow the 
TARDIS to get any closer to the coordinates they 
stole. The Doctor can create a device to help guide 
them towards the coordinates. One thing is for 
sure, such a barrier is proof Division is involved, 
and they are on the right track. 


С Act Two 

Even though they are deep below the surface, 
there are several Silurians in these caverns. A 
huge construction project is underway. They have 
discovered an asteroid will impact the Earth in a 
few years and are preparing a vast hibernation 
system to weather the damage it will cause. In 
each corridor Silurian construction personnel 
are digging and building. To get to the deepest 
tunnels the Doctor and Karvanista will have to rely 
on stealth (Coordination + Subterfuge). They can 
attempt to steal some of the construction plans 
— they won't be guarded but such plans will be 


under constant supervision. The plans will make 
moving through the tunnels and finding their way 
significantly easier. 


If they interact with any of the Silurians, or 
eavesdrop on a few conversations, the Doctor and 
Karvanista can discover the area they are heading 
to is getting a dangerous reputation. Work crews 
have been lost and accidents keep holding up the 
digging. Silurian workers have gone missing with 
alarming frequency, although most believe they 
have fallen into one of the deep fissures. 


When they arrive at the site, the Doctor and 
Karvanista find the area deserted, although there 
is mining and construction gear around. The 
Silurians have just uncovered a tunnel blocked by 
the statue of a Time Lord in full regalia. The statue 
stands guard on the tunnel, hand raised to deny 
entry to all. However, the statue is more than it 
seems and as soon as anyone looks away it reveals 
its true nature as a Weeping Angel. Moving like 
lightning, it grabs a character. 


Q Act Three 

Thankfully the Weeping Angel doesn’t want to 
feed, just offer a warning. Its touch allows it to 
communicate that this area is protected by Division 
and that the ‘Bright Angel’ guards the Taaron Ka. 
The Doctor is only warned as she is an agent of 
Division; otherwise the Angel would have fed, as it 
did with the missing Silurians. The Angel requests 
the Doctor's credentials before it will allow them 
to go any further — credentials the Doctor does 
not have, although she can try and manipulate the 
Angel into thinking she does. 


Whether the Doctor convinces the Angel or not, it 
releases her in the hope she will reconsider her actions. 
While the Weeping Angels are powerful, they are 
also made of stone, and there are several items lying 
around designed to dig through stone. With some 
jiggery-pokery (Ingenuity + Craft), the Doctor can 
fashion Angel-destroying weapons from the mining 
tools, giving her and Karvanista a stone-smashing 
mining gun each. While there are many Angels in the 
tunnels beyond, if the Doctor and Karvaniasta can 
stay aware and not blink (Resolve + Conflict) they 
can carve a path as Angel after Angel arrives to attack. 


When they reach the coordinates, though, there are 
only more Angels. An Awareness + Subterfuge test 
can remind them to look for the ‘Bright Angel’. If they 
scan (Ingenuity + Technology) the oncoming Angels 
here they find one of them has an energy signature 
of great power inside them: the diamond is inside the 
Bright Angel! Once they have located it, the Doctor 
and Karvanista can take great pleasure in blowing the 
Angel apart to reveal the diamond they sought. 


Having achieved their objective, the Doctor and 
Karvanista might now be able to bargain for 
some freedom, with Division placing the diamond 
elsewhere once they have it. Maybe this is what 
Division wanted all along, after the Weeping 
Angels betrayed Division and chose to keep the 
diamond for themselves... 


WEEPING ANGEL 


CONCEPT: 
Silent Assassins 


FOCUS: Feed 


Awareness 3, Coordination 4, 
Ingenuity 2, Presence 3, 
Resolve 3, Strength 3 


SKILLS: 
Conflict 4, Knowledge 4, Subterfuge 4 


DISTINCTIONS: 

Weeping Angel — when quantum locked 
(observed) the Angel is made of tough 
stone (reduce damage by 15) — when 

not observed are incredibly fast. They are 

immortal, timeless, and can infect those who 
witness them or anything that can record 

their image. They can affect nearby lighting, 
are armed with sharp claws (+2 Strength), 
and can exile their prey backwards in time 

while feeding off of their temporal potential 

(2D6x10 years — gaining 1 Story Point per 

level of success on the attack). 


EQUIPMENT: None 
TECH LEVEL: Unknown 


STORY POINTS: 6 
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APPENDIX I: 


POWER 


This adventure is the conclusion of the A Lustre 
of Starlight campaign and should be run last, 
as an epic grand finale. It works best if each 
player plays a different incarnation of the Doctor. 
Similarly, you may choose апу one of each Doctor's 
companions as the one in distress at the beginning 
of this adventure. A good choice would be the 
companion used during the relevant incarnation’s 
previous adventure in this campaign. 


The adventure starts with each incarnation alone in 
their TARDIS. The distress call is coming from the 
present day (the date that you and your group are 
sitting down to play!). 


О Introduction 


Present Day, Somewhere in the North Sea 
Several incarnations of the Doctor, during moments 
alone, receive distress calls from companions, via 
a temporal pager keyed to the Doctor's relative 
present. The signal is coming from modern day Earth 
in the middle of the North Sea. Still, if a companion 
is in trouble then the Doctor can hardly ignore it, so 
each Doctor punches in the coordinates and follows 
the temporal signal to its source. 


The TARDIS has a bit of a rough landing, almost as if 
two or more TARDISes are trying to occupy the same 
time and space. Each Doctor frantically punches, 
pumps, and types away at their console as sparks 
fly everywhere and the interior lights flicker on and 
off. Even the cloister bell rings. Thankfully, each 
Doctor is rewarded with the comforting wheeze and 
brake of the TARDIS landing as the chaos subsides. 
Unfortunately, none of the screens are working, as the 
visual circuits have burned out during landing. Still, 
there’s a companion in trouble and no time to waste! 


С Act One 

Each Doctor steps out of the TARDIS and onto the 
deck of a 1960s steamship in the early evening. No 
sooner do they step out, then the TARDIS doors 
close behind them and the time ship dematerialises. 
Recalling the cloister bell, the Doctor surmises that 
the Hostile Action Displacement System engaged. 
But then the TARDIS reappears, this time with 
another incarnation stepping out just before the 
HADS activates again (this keeps happening until 
all player characters are on deck). 
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From where they are standing, this is a 1960s 
vessel, with passengers and crew wearing era- 
appropriate outfits. Still, each Doctor is certain 
that they actually arrived about a century later. 
The first clue that something is off is the name 
of the ship, the SS Bernice Il. Any Doctor from 
the Third Doctor forward remembers that 
they rescued a ship of a similar name from a 
Time Scoop. The second clue is that, while 
the crew is obviously trained to ‘stay іп 
character,’ the passengers are all speaking with 
present-day colloquialisms. 


Should the Doctors engage any passengers out on 
the deck, then they confirm that it is the present 
day, but that the ‘Cruise Director’ has asked 
them to keep post-60s references to a minimum. 
Furthermore, each passenger claims that they won 
their spot on this ‘Murder Mystery Cruise’, although 
accounts differ on whether it was a contest, surprise 
gift, or other method. Each passenger came alone, 
no one was allowed to bring a guest, although they 
are free to mingle. 


Despite all the strangeness, the companions 
seem to be doing well. Each is dressed and 
groomed in a 1960s style and they are enjoying 
the amenities — on the sun deck, enjoying the 
lavish buffet, or dancing to a themed band, the 
‘Beatlemaniacs’. Each companion claims that they 
only signalled their Doctor because they couldn’t 
remember how they got here. Despite this, the 


crew have been wonderful, adding their names to 
the passenger list, providing clothes and services, 
and inviting them to partake in the mystery. 


The Doctors are approached by cruise director 
Hamish Patel, a young uniformed man with a 
clipboard. He says they are expected and that 
rooms have been provided for them adjacent to 
their companions. Hamish says he is an employee 
of Starlight Cruises, which provides ‘fantasy 
experiences’ — this is a promotional cruise to get 
social media buzz (an observant character may 
notice that none of the passengers are using their 
tech, even though they are all carrying phones, 
which adds to the mystery). 


The characters are ushered into the main lounge, 
decorated like an old supper club. A film actress 
named Valerie ‘Val’ DeRay thanks everyone for 
coming to her 50th birthday party before she 
suddenly collapses. The ship's doctor declares 
her dead and asks those present to find out who 
committed the crime. Each Doctor is given a note 
with their fictional means, motive, and opportunity 
for killing her. 


This scene lasts only as long as the Doctors play 
along. Once it seems they've had enough, the ship 
doctor announces that he’s solved the crime. Не 
fingers every Doctor, telling them that they all killed 
her, although they didn’t do so intentionally. They all 
have a Gallifreyan virus that overwhelmed her. After 
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this strange reveal, the lights dim and spotlights are 
on the band, which is joined by a torch singer who 
sings ‘Witchcraft’. Though she looks exactly like an 
adult Susan Foreman (even if the real Susan is in 
attendance), the singer reveals herself as the Valeyard, 
the Doctor's darkest dreams made manifest. 


Q Act Two 

The Valeyard invites the Doctors to use their sonic 
screwdrivers to scan the passengers and asks if 
they notice a pattern? All the passengers, sans 
companions, have the same blood type — a gift 
from the Sycorax. She provided the temporal 
pagers to lure the Doctors here to finally gain a 
full set of regenerations. The Valeyard collected 
the Doctors capable of interrupting her plan to 
imprison them here, overriding their TARDISes and 
activating the HADS system, although she notes 
that they probably wouldn't work anyway, since the 
TARDIS is touchy about fixed points in time. 


The Valeyard is ‘stuck’ between regenerations, 
which enables her to change appearance from 
time to time. She felt this ‘face’ was appropriate 
given the circumstances. With a push of the 
button on her photon screwdriver, she instantly 
returns the companions to their proper time 
and place. 


She then calls for the crew to ‘secure our Time 
Lord guests’ and the Doctors discover that they 
are Autons! If a Doctor had scanned a crewperson 
earlier and they scanned as human, the Valeyard 
gives them a wicked grin and tells them that she 
knows more about sonic screwdrivers than they do. 
The Doctors can flee, but Autons guard the lifeboats 
and would not hesitate to blow holes in them. They 
may try to hide or fortify themselves, but it is only a 
matter of time before the Autons find the Doctors. 


One specially prepared lifeboat has equipment 
stored on board for generating a stasis field, 
large enough to contain a nuclear explosion! The 
Valeyard waves goodbye as the lifeboat drives 
away with her in it. Why didn’t the Valeyard use 
her TARDIS? Why is it so important that the 
Doctor not stop her? What is the fixed point in 
time? And what do the Autons plan to do with all 
the people on board? 


Surprisingly, the cruise director is programmed 
to be helpful, as long as it doesn’t violate the 
Valeyard’s orders. He says the Valeyard is going 
to Brittia — a mythical island in the North Sea, 
where the souls of the dead are taken. This jars a 
collective memory amongst the Doctors. 


Long ago — relatively speaking — the First Doctor 
fled Gallifrey and was drawn to Earth. When they 
arrived they were caught in a temporal rift. The 
Doctor managed to escape, but was thrown back 
several decades, where they decided to settle. The 
Doctors recall the date they got stuck — it’s today! 


Things start to make sense. The Valeyard didn’t 
take a TARDIS because that would risk getting 
pulled into the temporal rift. The island itself is 
affected, meaning it only manifests periodically. 
No wonder it was connected to the ‘Land of 
the Dead’! It’s probably manifest now, or soon 
will be. The Valeyard wants something from the 
First Doctor — is she really going after all their 
incarnations? There must be something else! 


The cruise director can be even more helpful. The 
Valeyard is after a jewel, the most important jewel 
in (Earth’s) history. At least one of the Doctors 
makes the connection. The jewel and ‘Starlight 
Cruises’ are related — they must be referring to 
the Taaron Ka! That jewel has been notoriously 
falling in and out of the Doctor's hands for most of 
their lives. But that begs the question of why the 
Valeyard is after the First Doctor at this moment in 
time, when the Doctors don’t recall having it? 


At this moment, there are shouts and explosions 
above deck, and post-tenth incarnation Doctors 
recognise the Paternoster Gang. Vastra, Jenny, 
and Strax attack the Autons, being careful not 
to hurt anyone on board. The Doctors can use 
the opportunity to escape and join the strange 
rescue party. 


The gang is led by the ‘Chief Temporal Operative’ 
or more simply, ‘the Chief’ (the Fugitive Doctor 
would recognise that as a Division title). This 
Chief turns out to be Jenny, the Tenth Doctor's 
clone/daughter — ‘Hello, Dads’ (and ‘Mums’, 
if appropriate)! 
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Q Act Three 

Jenny — Strax may point out the confusion 
between ‘Jennys’ —tells the Doctors that there 
is little time to waste. Her Director informed her 
that the Taaron Ka, or at least the light inside it, is 
a spark from the Eye of Harmony. It followed the 
Doctor from Gallifrey and will detach here when 
the First Doctor arrives. This spark is made of anti- 
temporal matter and thus travels backwards in 
time, where it is due to explode and create the sun 
and the solar system (so ‘starlight’ is more properly 
translated as ‘sunlight’!). If the Valeyard snatches it, 
then the Earth will never be born. 


She further explains that the Valeyard’s only 
opportunity to capture the Taaron Ka is when 
the spark is caught in the temporal buffer during 


THE VALEYARD 


CONCEPT: 
The Dark Side of the Doctor 


FOCUS: 
Power 


Awareness 4, Coordination 3, Ingenuity 8, 
Presence 5, Resolve 4, Strength 3 


SKILLS: 
Athletics 3, Conflict 3, Convince 6, 
Craft 5, Knowledge 6, Medicine 5, 
Science 6, Subterfuge 6, Survival 3, 
Technology 6, Transport 6 


DISTINCTIONS: Time Lord — has an innate 
connection to time and can feel when it 
is weak, telepathic, currently unable to 
regenerate. 


Experienced — increased Attributes and 
Skills 


EQUIPMENT: Photon Screwdriver — 
Distinctions: Scan (tricky controls), Transmit 
(limited range), Unlock/Seal (cannot open 
deadlock seals) Story Points: 3 


TECH LEVEL: 10 


STORY POINTS: 5 


TARDIS materialisation. The Doctors note that the 
Valeyard’s equipment is likely the way she believes 
that she can preserve or transform that spark into 
regenerative energy she can use. 


If the Fugitive Doctor mentions her mission to 
retrieve the Taaron Ka, then Jenny tells her that 
the Time Lords wanted it protected as it travelled 
backwards, but the Weeping Angels betrayed 
them. The Doctors must ensure that the Taaron 
Ka starts its journey as planned. She and the 
Paternosters can secure the ship — help is already 
on the way for the passengers. The Doctors need 
to take Jenny's speedboat and follow the course to 
Brittia. As the Doctors climb aboard, Jenny recalls 
that there was something her boss said that might 
help: ‘Theta Sigma is a number.’ 


The speedboat enables the Doctors to find their 
way to Brittia, a small mist-shrouded island. The 
Valeyard is setting up her equipment around a 
Stonehenge-like structure where the First Doctor 
is due to land. She intends to trap him in a stasis 
field and, judging by the headgear she is wearing, 
intends to absorb the Taaron Ka into herself! 


Doctors can realise three things. If the spark truly 
is temporal anti-matter, then it should explode 
long before it reaches its destination, even in a 
temporal rift. Second, the Greek letters ‘Theta 
Sigma’, translated into Roman numerals, is 
ММИХУП! — or, numerically parsed, 5,111,105,111; 
subtracting that number from today gives the 
approximate birthdate of the solar system! 
Third, as a manifestation of the Doctor's darker 
nature, the Valeyard is a psychic entity trapped 
іп а regenerative cycle. That energy could 
be rewoven. 


The Doctors can work out that the Valeyard is the 
diamond! If the Doctors can ‘reverse the polarity’ 
they can convert the Valeyard’s energy into a 
protective shell around the spark, keeping it safe 
until the antimatter finally overcomes its prison! 
Wibbly wobbly, timey wimey! Working together, 
the Doctors must evade the Autons and execute 
this plan just when the First Doctor’s TARDIS briefly 
materialises, trapping the Valeyard and ironically 
giving her some of the immortality she sought. 


Q Epilogue 
The Doctors return to the speedboat to discover 
a switch they didn’t notice before. Throwing 
the switch makes the speedboat dematerialise 
and rematerialise on the River Cam, where it 
automatically slows to dock near a picnic table 
where the enigmatic ‘Curator’ is having lunch. He 
visits here occasionally as he has a fondness for 
this spot, although he isn’t quite sure when he 
first visited. 


He congratulates the Doctors, as their presence 
means that everything is as it should be. He's 
certain that they have many questions, but 
delivering answers has never been their forte. 
Suffice it to say that he’s heard tales of a Timeless 
Child from another universe that didn’t belong, 
and something can’t be added without adding 
a negative to maintain the balance. The 
resultant anti-temporal matter that formed 
when the Child was isolated created a spark 
that began reverting to its original form and, 
left unchecked, would explode. 


Of course, they are all just stories. Perhaps 
nothing would have happened had they 
failed, eh? 


If the Taaron Ka was travelling backwards 
in time, then how could it be in the 
future? Anti-time or not, the Taaron 

Ka was still initially stuck in a temporal 

rift, and there certainly were other 

opportunities to time-jump. So long 

as the trajectory remained steady, the 

Taaron Ka would explode on time. 


The Curator finishes his tea, telling the 

Doctors that they all have a lot of work 

to do. He bids them goodbye and wishes 
them well in their travels. The Doctors are 
soon distracted by the familiar whirring 
sound of their TARDISes appearing on the 
lawn, with passersby not even recognising 
it. The Curator, and the speedboat, have 
disappeared. 


APPENDIX Íl: 


О Introduction 


The most amazing ability of the Time Lords is their 
ability to regenerate. Should they suffer enough 
trauma to kill them, a Time Lord’s entire body 
automatically rejuvenates. In a burst of energy, 
every cell in their body rebuilds itself, healing 
all wounds, viruses, or poisons that might have 
hurt them. Despite changing their entire cellular 
structure, the Time Lord’s memories remain, 
although their personality can undergo quite a 
dramatic change. 


As different as they are and however different 
their personality, their basic essential self 
remains. It is almost as if they are reborn and their 
memories are based on a different experience of 
events — in the same way twins have different life 
experiences and so become different individuals 
based on the same template. In this way, a Time 
Lord with a strong moral (or amoral) streak will 
keep it, although they might become a practical 
joker where they were quite serious, or even take 
to wearing a bow tie. 


While it might appear to take place in a few 
moments, regeneration takes quite a while to fully 
complete. After the initial change, the Time Lord’s 
body takes at least fifteen hours to settle and ‘fix’ 
itself. This grants the Time Lord an incredible 
healing ability while their system is in flux. They 
seem to have boundless energy (when not asleep) 
and can even regrow limbs in moments. However, 
during this time they are physically and mentally 
at their least predictable. While their body is 
working on overdrive, their mind is confused and 
disoriented. Companions are often forced to do 
without them until their faculties return. 


This section guides you through the regeneration 
process, should your Time Lord character come to 
the end of one of their lifetimes. 


О Talkin’ ‘bout My Regeneration 

The problem with regeneration is that you 
never know what you are going to get. How 
pleased or disappointed with a new body a 
Time Lord might be also depends on their new 
personality. It is a sad fact that it is the Time 
Lord's companions that usually suffer the brunt 
of these changes. Few Time Lords are really 
aware of how different they are, assuming any 
mood changes are quite reasonable, or an 
improvement at worst. Not surprisingly, few 
wish to believe they have become difficult, or 
unreasonable since regenerating. 


The amount of change in appearance and 
personality often depends on the stress and 
trauma that forces the regeneration. The system is 
designed to save a Time Lord from the ravages of 


old age, not absorbing the power of the Vortex or 
being blasted by gunfire. When forced in this way, 
regeneration can be a very difficult procedure. It 
leaves the Time Lord disoriented and a little crazed 
for a while. 


The release of energy that rejuvenates them also 
gives them an energy and vigour that can make 
them very excitable. All of this makes them very 
difficult to get along with for the first few days! 
Even Time Lords who regenerate in peace and 
tranquillity rarely know how things will turn out, 
even if the process is a little easier. 


In the days of Gallifrey, each Time Lord was limited 
to twelve regenerations. Even the Time Lords 
understood that everything must end one day, 
including them. 


Q Radiation and Time Lords 

Time Lords have been known to play and 
experiment with incredibly dangerous forms of 
radiation, and learn how to manage their effects 
on their bodies. A Time Lord can spend a Story 
Point to negate a single exposure to radiation or 
electricity, ignoring any damage effects from that 
source. Of course, extended exposure can still be 
dangerous, and a high enough dose can be too 
much for even a Time Lord. If the Gamemaster 
decides the exposure is too high, it may be that 
even Story Points cannot help and the Time Lord 
will need to regenerate to survive. In the right 
situations, this ability can be used to reverse the 
effects of poisoning, as long as a Story Point is 
spent and the character has access to the right 
elements to stimulate the inhibited enzymes into 
reversal and expel it from the body. 


G Respiratory Bypass System 

Besides the ‘two hearts’ thing, Gallifreyans also 
have another biological trick up their sleeves. They 
have a respiratory bypass system that allows them 
to survive strangulation and to exist in the vacuum 
of space with no ill effects. This does not work 
over extended periods, and even a Time Lord will 
eventually need a supply of air. The Time Lord can 
go for an entire scene without air as long as they 
are not shocked or hurt. For example, the Doctor 
has to walk across the surface of the Moon to 
the TARDIS, but there are no spacesuits. It'll take 
about ten minutes of walking to get there, and the 
Gamemaster allows this with the expenditure of a 
Story Point (it’s a long time to go without air). If 
they are shot at on the way, they'll have to start 
making Strength or Resolve + Survival tests to 
avoid exhaling and suffocating. 


Q Other Extraordinary Abilities 

The Doctor has many other abilities that continue to 
surprise and amaze. Some abilities or weaknesses 
may be exclusive to the Doctor, while others are 
traits of the Time Lords as a whole. 


We know that the Doctor has a problem with aspirin 
(a single pill could be fatal). They have also learned 
to overcome the voice-changing effects of helium, 
and have displayed a level of psychic ability, linking 
with others to read or implant thoughts. Of course, 
the Doctor can do a great many other things as 
well; their abilities seem to grow with every day 
that they travel. 


Similarly, a Time Lord character may ‘reveal’ some 
new ability which may be a facet of Time Lord 
biology or a trick they've picked up somewhere 
on their travels by spending a Story Point. New 
abilities should only be allowed on rare occasions, 
maybe once every other adventure at most, and 
the Gamemaster must agree. 


© Random Regeneration 

If the Doctor is killed іп the course of the 
adventure, hopefully they will have one or more 
of their regenerations remaining (and some Story 
Points from sacrificing themself in a suitably heroic 
manner). So what exactly happens in game terms? 


If the Time Lord is reduced to 0 in three or more 
attributes, or is hit by a Lethal weapon, the player can 
keep the character active for ten minutes for every level 
of Resolve they would normally have if they weren't 
injured. At the end of that time, regeneration kicks in, 
and ina flash of energy the Time Lord is renewed. 


How do you know what you're going to be like after 
regeneration? As the Doctor has proved, they're 
still able to use all of the skills they've gained from 
their previous incarnations, so Skills do not change. 
However, Attributes can. 


Q Attribute Changes 

It is common for a Time Lord’s physical appearance 
to change dramatically from one incarnation to 
another, from old to young, tall to short, brown 
-haired to grey. The player should take all three 
physical Attributes (Awareness, Coordination and 
Strength) and redistribute the points. 


Remember, no Attribute should be lower than 1. If 
you'd prefer a more random way of redistributing 
the points, roll a die on the table below: 


Q Skill Changes (Optional) 

Although а Time Lord’s Attributes and appearance 
may change, the actual Skills they pick up in 
their long lifetimes never really change; they are 


just used more or less effectively. Sometimes, 
however, older skills might fall rusty from disuse 
while others are sharpened as the new persona 
tackles life from a different perspective and with 
different methods than his previous selves. 


To represent this, if a player feels that their Time 
Lord’s new incarnation is inclined more towards 
certain skills than others, and the Gamemaster 
permits the use of this rule, they may reduce the 
score in one Skill to raise another as they see fit. 
The only restriction is that no Skill may be raised 
or lowered by more than 2 points and no Skill may 
be raised above 6 or lowered below 0. 


G Appearance 

Possibly the most dramatic change of all is 
appearance, but what will they look like after 
regeneration? If you're unsure, you could roll 
randomly on the table below. Roll a separate die 
for height, build, appearance, hair, and age. If it 
doesn't make sense, especially considering the 
Attributes, roll again. It’s just a guide. 


In addition to these physical changes (and new 
teeth, or a different gender!), the character's 
personality is likely to change. 


There are a couple of ways of doing this: firstly, it 
could be up to the player. The Time Lord's existing 
player can try something new, though it is easy 


for them to slip back into their old ways. A better 
way is to have the character shift to another player! 
This way their actions and dialogue will be very 
different, and more like the regenerations we've 
come to know. 


If this is the case, the players can simply swap 
characters. The player who used to play the 
Time Lord can take over playing one of the 
companions, or that companion can choose to 
leave and the player can create a new character. 
Either way, the players keep their Story Points, 
not the characters — and all players must agree 
to the swap. 


Once regeneration is complete, the Time Lord is 
usually incapacitated for a while. Use six hours as 
a guide, though you can roll a die and reduce the 
time by that many hours. The Gamemaster may 
modify the time spent recovering depending 
upon how much Damage the Time Lord took. 
For that time period, they are almost continually 
unconscious, waking for moments to utter a 
sentence or do something vital before passing 
out again. For example, the Doctor spent hours 
in bed after absorbing the power of the Vortex 
from Rose, but after absorbing lethal amounts of 
radiation and regenerating again, he was active 
moments after. 


О I Know These Teeth 

Of course, that’s just the basics of regeneration. It’s 
a strange and unpredictable phenomenon, and 
anything is possible. While the idea of Time Lords 
changing gender is a relatively recent concept, who's 
to say they wouldn't be able to adopt a completely 
alien appearance? Time Lords are, after all, not human. 


Some Time Lords like the Master were obsessed 
with gaining more life, and more regenerations, 
hoping to steal another Time Lord's regenerations 
(usually, the Doctor's), so the ability to steal or gift 
regenerations is not new. The Valeyard hoped to 
steal the Doctor's regenerations, despite actually 
being part of the Doctor all along. And when 
the Doctor, in their eleventh incarnation, was 
reaching the end of their life on Trenzalore (having 
exhausted regenerations for the War Doctor and 
the meta-crisis Doctor), the Time Lords gifted the 
Doctor another complete regeneration cycle! 


Of course, the recent revelations discovered by the 
Thirteenth Doctor open up a whole new concept. 
The Time Lords didn't need to gift the Doctor more 
regenerations, as the Doctor was the Timeless Child 
— capable of seemingly unlimited regenerations! 
Perhaps that is why all that excess regeneration 
energy was powerful enough to obliterate the 
Daleks that lay siege to Trenzalore. With all of these 
regenerations we're yet to explore, this opens 
opportunities for the Gamemaster to play with a 
previously unseen incarnation of the Doctor. 


However, if a more familiar face is more desirable, you 
could always regenerate into a face you'd encountered 
before. Was the Sixth Doctor's appearance influenced 
by Commander Maxil, even if it was subconsciously? 
After all, Romana regenerated, changing her 
appearance multiple times, before settling on the 
same face as Princess Astra. 


When the Thirteenth Doctor is fatally wounded 
by the Qurunx energy beam, a parting shot 
by the defeated Master, the Doctor manages 
to hold on long enough to return Yaz home, 
before finally succumbing to regeneration, 
transforming into the Fourteenth Doctor — a 
Doctor that bears a striking resemblance to 
one of their previous incarnations... 
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